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Whether it’s the menacing snarl of a chainsaw or the banshee scream 
of your F-1 Tomcat, just remember: it isn’t real. Until you hear it ona 
Sound Blaster.” 

sound Blaster fidelity adds a whole new dimension to 
PC games, not to mention multimedia and other applica- 
tions. And Sound Blaster is compatible with more of your 
software than any other audio card. No wonder it’s the best 
selling sound board of all time. 

50 when you're ready to hear what your games rea 
sound like, get in touch with your Sound Blaster dealer. From games to stereo multimedia to full-blown, 


' CD-quality 16-bit Advanced Signal Processing 
Today. Or we may just have to send Bruno over to perstiade you. ——audio...we've got the Sound Blaster for you. 


" CREATIVE” 


CREATIVE LABS, INC. 


You never heard itso real. 


© Copyright 1993 Creative Labs, Inc. Sound Blaster and the Creative Labs logo are trademarks of Creative 
Labs, Inc. All specifications subject to change without notice. 
International inquiries: Creative Technology Ltd. Singapore, TEL 65-773-0233 FAX 65-773-0353. 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 


AIR WARRIOR® ( MULTIPLAYER BATTLETECH™ 
q a ™ Rs = — 


corporation 


STELLAR EMPEROR™ 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. © Signup now: |. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99330,GAMES 
then press RETURN 4. Have a major credit card or your 
checking account number ready. © For more information 
in the U.S. or Canada, call 1-800-638-9636. 


(GEnie 


multi-player games 
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Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks or FASA Corporation. 
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“ve always been a pro- 
ponent of horror. | like 
horror movies, horror 
novels and horror games. 
But, | think we’re going 
too far. One of the unwrit- 
ten rules of horror is that 
often times, the most 
effective horror is what’s 
not shown. The Greek 
tragedians knew this. In 
Oedipus Rex, Oedipus’ 
wife/mother Jocasta kills 
herself and Oedipus 
blinds himself with a 
brooch from her dress. 
All of this takes place off- 
stage; we hear about it 
after the fact. The 
description, and our own 
mental picture of what 
happened is extraordinar- 
ily convincing. Today, not 
only would the death and 
blinding be shown, it 
would be in technicolor.” 


CY Initio: 
_> INITIALIZE 
THE HORRIFYING TRUTH... 


In Spring, the saying goes, a young man’s fancy turns to thoughts of love. 
Spring is a time of renewal, a time to talk about happy things, exciting things. It 
seems like an odd time to talk about horror games and their unique role in the 
computer gaming milieu. 

Computer games in general and the horror genre have one major theme in 
common: violence. One only need compare the cartoon realism of Wolfenstein 3- 
D with its gouts of blood and permanent corpses with the vivid descriptions of 
brutality in a book by Stephen King, Clive Barker, Dan Simmons or Ramsey 
Campbell. Compare the shocking “worms-through-the-face” death in Spellcraft 
with the slice-’n’-dice imagery of the latest holiday massacre movie (like 
Halloween, Silent Night Deadly Night, My Bloody Valentine, Prom Night, Happy 
Birthday to Me, Mother’s Day, New Year’s Evil and Friday the 13th, ad infinitum). 

I've always been a proponent of horror. | like horror movies, horror novels and 
horror games. But, | think we’re going too far. One of the unwritten rules of horror 
is that often times, the most effective horror is what’s not shown. The Greek 
tragedians knew this. In Oedipus Rex, Oedipus’ wife/mother Jocasta kills herself 
and Oedipus blinds himself with a brooch from her dress. All of this takes place 
off-stage; we hear about it after the fact. The description, and our own mental 
picture of what happened is extraordinarily convincing. Today, not only would the 
death and blinding be shown, it would be in technicolor. 

The movie Psycho worked because the camera is used so effectively that we 
“see" the violence without really seeing it. Halloween was a great movie, not 
because it was violent but because it was suspenseful. In The Hitcher, a movie 
where violence, gore and severed body parts are often showcased, the most 
gripping moment comes when a girl is killed off-screen in an unusual way by a 
truck (If you haven't seen the movie, doesn’t my leaving what happened to your 
imagination conjure up more images than if | told you how she died”). 

Gore and splatter have lost their ability to shock us most of the time. I’m not 
saying gore is bad; it can be used to make us sit up and take notice, to give us a 
jolt, to get the gooseflesh going. The first time | saw my character's disembow- 
eled body in WaxWorks, it shocked me. It didn’t work the sixth time | saw it. One 
of the reasons the death scenes in Alone in the Dark worked so well was 
because you never really saw what happened to your character's body. 

Perhaps what we need to do is stop waiting around to be shocked. Shocks 
don’t work when you’re expecting them. If we can manage to tone down the gore 
in games, the gore that is there will be much more horrifying. There’s not much 
worse than a horror game or movie that isn’t scary or a non-shocking shocker. 


STEVE HONEYWELL 
Editor 
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Strategic Ambush Simulation 
from the Makers of Siege! 


Connors forests are dark and 
gloomy and full of dangers. But 
you took Clan Sernevan’s money, 
and it’s up to you to protect their 
princess on her journey. You peer 
over the shoulder of a wary 
swordsman into a clearing. As 
you're deciding whether it’s safe to 
enter, you hear a branch snap on the 
trail behind! Orcs flood into the 
clearing! Boulders fly from the 
trees! Ambush at Sorinor! 


> Play a mercenary captain in a 
world of intrigue! 


° Accept missions galore 
from the six Clan chiefs 
to make money—and 
enemies! 


> Command dozens 
of troop types 
hiding invisibly or 
charging in the 
open! 


° Beware of traps, 
and set your own! 


° Design your own 
missions and 
create your own 
maps! 
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CGR talks with X-Wing co-designer Ed Kil- 
ham. Page 107 
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The enemy is an abomination. They must be 
cleansed! Page 30 


am 


CGR gives you the inside scoop on role-play- 
ing games past and present. Page 69 


The Prince of Persia is back in an all-new 
adventure! Page 88 
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Take a look at the games and software of 
Spirit of Discovery. Page 94 
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How long will it take you to build your 
Roman Empire? Page 100 
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For IBM PC and TANDY compatibles: Supports_all video formats. SRP $59.95 Made in USA. \ 


Test Your Movie 
Knowledge with 
our Perpetual 
Trivia Game! 


FLICKS! is the 


most comprehensive 
and sophisticated 


movie database ever. 
Track actors, directors, counties, categories, The whole family can play the FLICKS! 7, 
awards, personal library information, Trivia Game, with different skill levels 
and more. and time limits. S 
. Villa Crespo 
Find, Add and Collect Information on Your Available at Software Sellers Everywhere! Villa Crespo Software, Inc. Software 
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The 7th Guest. . . 


Dear Editor: 

Having read your excel- 
lent article about the 
upcoming, highly antici- 
pated CD-ROM game 
The 7th Guest (March, 
‘93), I'd like to correct an 
oversight. 

When you stated that 
Trilobyte was formed by 
Virgin stalwart Graeme 
Devine, you were only 
half right. Trilobyte was 
founded and co-owned by 
TWO Virgin stalwarts: 
Graeme D. and Rob Lan- 
deros. Rob is both game 
co-designer and responsi- 
ble for the production of 
all the graphics in T7G 
(with help from another 
Virgin stalwart, Robert 
Stein). So, as your article 
states, Rob is therefore 
responsible for what “will 
be [T7G’s] main draw.” 

How do | know all of 
this? Well, Rob Landeros 
and | both used to work 


COMPUTER GAME REVIEW 


Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


for the now defunct Cinemaware, 
and not too long ago co-designed a 
game called Lexi-Cross (published 
by Interplay). Plus, | was even a part 
of the initial design sessions for 
T7G! 

Finally, in case you really want to 
know my current credentials, my 
next game will be Stonekeep, also 
mentioned in the same CGR issue 
and also to be published by Inter- 
play. 

Anyway, you guys have a great 
magazine, so keep up the good 
work! 

Peter Oliphant 
Platinumware 
Hollywood, CA 


Try as we might, we can’t always 
win them all. Thanks very much for 
correcting our oversight, since Rob 
Linderos is obviously instrumental in 
producing what we think will be the 
game that breaks the CD-ROM mar- 
ket wide open. 

And speaking of Stonekeep, | 
remember the introduction Interplay 
made at the Winter CES, and | was 
completely stunned to say the least. 
With credentials like this, | have to 
say that I’m really knocked out by 
the work you’ve done and the work 
you're doing. So, you keep up the 
good work as well! 


X-Wing Blues 


Dear Editor: 

| have a bone to pick with 
LucasArts over X-Wing. | am out- 
raged that LucasArts takes the pub- 
lic for granted. | feel that LucasArts 


is very insensitive to game players 
and | am very angry. They do not 
fully support the Thrustmaster or 
rudder pedals in X-Wing. Every 
other game company that | know 
does: Dynamix, MicroProse, 
Domark, Electronic Arts, Spectrum 
HoloByte, Origin. Why don’t they? 
They had enough time to program it. 
| feel that they are lording it over us 
because they have a monopoly on 
the Star Wars idea and have no 
competition. Please bring this prob- 
lem to your readers’ attention. 
Richard Ordway 
Boulder, CO 


These are some bold statements 
to make, and | disagree with most of 
them. You are correct in stating that 
LucasArts does not support rudder 
pedals in X-Wing. In my opinion, 
they shouldn't with this title. Since 
they have supplied an easy method 
of controlling the ship in every direc- 
tion (including rolls, to correct your 
view of the surroundings when turn- 
ing), rudder pedals wouldn't be 
much use. Flat turns might be nice, 
but | never noticed the lack of rudder 
control, and I’ve played all the way 
through the game. 

You are also correct in saying that 
the game does not fully support the 
Thrustmaster Weapons Control Sys- 
tem. However, with the Flight Con- 
trol System and the Weapons Con- 
trol System, virtually everything you 
would want to access is at your fin- 
gertips. | know that not all of the but- 
tons are used, but most of the 
important commands are accessible 
with these two joysticks. I’ve played 


Created by Commander’ James R. Jones and his crew at Software Sorcery 


The 14-inch guns of your dreadnought thunder as you order another 
devastating salvo fired at the enemy line. Your ship shudders with the recoil of 
the guns, and you peer through the binoculars as the shells arch toward their 
target. A few well-placed hits could sink the enemy, but your squadron is still 
vulnerable to a torpedo or shell attack that could send your ships to the ocean 
floor. 


This is World War I naval action like you've never seen before! Calibrate your 
range-finder and stuff your ears with wool as you prepare for the action, sights 
and sounds of Jutland! ™ 


Command a fearsome dreadnought and fight for control of the North and 
South Atlantic for the entire German Imperial fleet or the British Royal Navy. 
Fight a single mission, a battle campaign or the entire war while commanding 
one ship, a squadron of ships, or the entire fleet. 


©1993, Software Sorcery. Software Sorcery is a registered trademark of Software 
Sorcery. Jutland is a trademark of Software Sorcery. 


Available for the IBM PC and Compatibles. 


we Z 


The drama, action and excitement of WWI naval combat comes to life with 
stunning SVGA and VGA graphics, digitized video and sound effects and 


historically accurate combat. Experience naval combat as the sailors and 


officers did almost 80 years ago, including night combat, torpedo attacks, 
salvos of exploding shells and burning ships. When you're ready, test your 
naval combat ability in the awe-inspiring Battle of Jutland! 


See your favorite retailer, or call (619) 452-9901 


F difficult ihe 
manual rating is 
panying game material : 
ed with the game, and includes 
s and other playing aids, as 
as” the manual. Graphics and 
und scores show the level of the 
dio-visual qualities of the game 

The overall score is a combina- 
the above ratings and the 
jiewers' ‘Scores. 


s and flight sims Sere for him, 
AN eee Currently, Alex 


Rick: Never one for strategy titles 
with thousand-page manuals, Rick is 
much more at home with flight 
games with thousand-page manu- 
als. Sports games, puzzle titles and 
RPG's also hold a special place in 
his heart. Rick’s current favorites are 
Front Page Sports Football by 
Dynamix, X-Wing by LucasArts and 
MicroProse’s World Circuit. 


Steve: The editor considers himself 
an eclectic, having favorite games in 
virtually every category. While he’s 
not that big on huge manuals, he 
finds that some complex games are 
among the best. These days, he 
stays late to play X-Wing from 
LucasArts, and he wishes there 
were additional hours in the day so 
he could play more Caesar by 
Impressions. 
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the game with the Thrustmaster 
Sticks and without them, and | didn't 
really feel they added much to the 
experience, even when | used the 
special functions available on the 
Thrustmaster products. | performed 
better using another joystick. 

As far as being insensitive, | think 
LucasArts cares about its customers 
as much as the next company. They 
do have a monopoly on the Star 
Wars idea, just as they have a 
monopoly on Indiana Jones and 
Maniac Mansion. Accolade has all of 
the rights to Star Control. Spectrum 
HoloByte has the rights to Star 
Trek—The Next Generation, so in a 
sense, they have a monopoly on 
that. Bethesda Softworks has the 
rights to The Terminator, so they 
also have a monopoly of sorts. The 
list goes on. Just because they have 
the exclusive rights to something 
doesn’t mean that they are lording it 
over the poor, pitiful consumer, and 
just because they have the rights to 
something doesn’t give them an 
excuse to cut corners, either. With 
X-Wing, LucasArts certainly didn’t 
cut any corners. They could have, 
knowing that a lot of people out 
there (myself included) grew up with 
the Star Wars movies and would buy 
just about anything bearing the Star 
Wars name. It could have been 
Shlock, but the final results show 
that LucasArts cared enough about 
this game to make it as good as they 
could. | think they succeeded. 

Finally, with regards to the lack of 
competition, I'd wager that Lucas- 
Arts and any company that has pro- 
duced a space flight game would 
object to your statement. Yes, 
LucasArts is the only company that 
will put out games dealing with Star 
Wars. However, | think that they and 
most other people would consider 
games like Wing Commander II, 
Mantis, and the soon-to-be-released 
Elite I! as definite competition. While 
these games don't have the same 
Storyline, the game play is similar 
enough that they'd be grouped in the 
same category. Another example of 
this is SSI’s use of the AD&D title in 
their RPG's. They still compete with 
other RPG’s even though only theirs 
are AD&D. 


Incidentally, if you take a look on 
page 107, you'll see that the cre- 
ators of X-Wing are looking to incor- 
porate more Thrustmaster functions 
in future add-ons for the game. 


CD-ROM and Ultima 


Dear Editor: 

First of all, | would like to say your 
magazine is great and | pick up a 
copy whenever | get a chance. 

| have a question regarding a 
game | purchased last summer for 
CD-ROM. It is Ultima 1-6 on CD- 
ROM. When | bought the Wing 
Commander 2/Ultima Underworld 
CD, | noticed that the Ultima 1-6 CD 
booted up a heck of a lot different 
than the Wing Commander 2/Ultima 
Underworld one. The Ultima CD 
takes you to an Origin Shell, while 
the Wing 2/Underworld CD does not. 

| called Origin about Wing Com- 
mander 3: Privateer when | saw an 
advertisement for it in your Decem- 
ber issue. | asked them about this 
and they said the CD was NOT pro- 
duced by Origin. Is this pirate soft- 
ware or was the sales representative 
mistaken? 

While we’re on the subject of CD- 
ROM, in your December issue, | saw 
a preview for Mad Dog McCree. This 
is a personal arcade favorite of 
mine, and | would like some more 
information. American Laser pro- 
duces the kind of games my friends 
and | really enjoy. We would like to 
be kept posted. 

| also have a comment on copy 
protection. | am sure if new games 
sold for around $20, there would not 
be much of a need for copy protec- 
tion. With games around $60, peo- 
ple are not going to want to spend 
that much on a game. They would 
much rather copy it off a friend. 
Some companies have copy protec- 
tion that is so hard to figure out, you 
spend more time getting through it 
than playing the game! 

By the way, | would like to know 
whether you also produce Electron- 
ic Gaming Monthly. The layout of 
both magazines Is virtually identical. 

Jason Van Dyke 
Troy, MI 


Don’t worry, Jason. You don’t 
have any pirated CD’s. You see, 
some of the Origin CD products 
were produced by Software Tool- 
works (with Origin’s permission, of 
course) and others were done by 
Origin. Now that Origin is a part of 
Electronic Arts, who knows what will 
happen? 

As far as American Laser and Mad 
Dog, take a peek through our CD- 
ROM section near the back of this 
issue. This game is ready to hit the 
shelves soon, so you and your 
friends will be hanging out in the old 
west before long. 

As far as copy protection is con- 
cerned, yes, it is annoying. Still, the 
piracy problem is around, and the 
cost of the games is not the only 
reason for it. In fact, one of the rea- 
sons games cost as much as they 
do is because of the piracy problem. 
It costs a lot of money to make a 
game, especially a really exciting 
game with a lot of extras, and if a lot 
of people pirate a copy, it makes it 
all that much harder for the company 
producing the game to recover their 
initial investment and make a profit. 
Software companies, great games 
aside, are still companies, and the 
bottom line of any enterprise or pro- 
ject is really the telling detail of 
whether or not it was a SUCCESS. 

In the mid-80’s, when a lot of new 
software was in the $25-$30 range, 
copy protection was still prevalent. 
Some people pirate for the chal- 
lenge, and | suppose there are a few 
who pirate because they can. That 
doesn’t make it right, though. Piracy, 
if it isn’t checked, has the potential 
to ruin the gaming industry. Copy 
protection is one way to help insure 
that this doesn’t happen. Another, of 
course, is not to pirate games your- 
self, and not accept any pirated soft- 
ware from your friends or over the 
modem line. 

Finally, yes, we are associated 
with Electronic Gaming Monthly. 
We (the CGR staff) don’t produce 
EGM, but the guys just down the hall 
from us do. As far as that “identical 
layout” is concerned, I'll have to 
pass. The two magazines are differ- 
ent enough that we feel there is a 
major distinction between them. 


WaxWorks. . . 


Dear Editor: 


The impression | get from reading 
your magazine is that you review 
programs fairly thoroughly before 
publishing. | would appreciate it if 
someone in your company could 
give me a small tip on WaxWorks so 
| can get it solved. | am a college 
student, and should be doing other 
things than messing with an adven- 
ture game in mid-semester, but once 
| have invested my time and money 
in a program, | have to solve it. | 
called the Accolade tip line, but it 
was no help. 

Here’s the problem: in the Jack the 
Ripper sequence, | have cleaned out 
the pharmacy, the pawn shop, the 
locksmith’s, the tailor’s and the 
lawyer's office. | gather the next step 
is to talk to someone in one of the 
two bars. However, | can’t get any 
real conversation initiated. In fact, it 
seems like | might need money to do 
so, but | can’t find any cash in the 
game. Both of the bartenders and 
the pimp want some money, and the 
guy sitting at the bar just tells me to 
leave him alone. 

| realized nobody at your company 
may have bothered to go this far, but 
if so, could you please send me 
some advice? 

Jonathon Legg 
Carbondale, IL 


Carbondale? That must mean that 
you're a Saluki from Southern Illi- 
nois. I’m a product of the Illinois 
higher education system myself, so | 
know what you mean about spend- 
ing your time on other things. Still, 
college students don't live on Eco- 
nomics and Chaucer alone. | 
applaud your way of relaxing. | did 
the same thing in school. 

You are right in guessing that we 
didn't get that far in that particular 
exhibit in WaxWorks. If you needed 
assistance in the Egyptian scenario 
or the Graveyard, | could be of a lot 
more help to you, but my experience 
with the Jack the Ripper exhibit was 
pretty short and not very sweet. 
However, we’re more than willing to 
print any answers to your question 


as we did with the Wing Commander 
2 Special Operations Disks a few 
months ago. If anyone has solved 
this part of WaxWorks, send in your 
answer and help out a poor college 
student! 


April Fools. . . 


Dear Editor: 

A review for a game on the C64? 
One that claims to be the next 
Tetris? | should read your editorial 
first next time so | Know about the 
April Fools contest. Would it be page 
38? 

Craig Norborg 
Mishawaka, IN 


A nice try, Craig, but Click-Clack is 
a real game that was produced for 
the PC, Amiga and the Commodore 
64. Now, we didn’t review it on the 
C-64, but according to Hollyware, 
the game is available on this format. 
It is a real game, and it really is a C- 
64 product. Sorry, thanks for play- 
ing. And speaking of April Fools. . . 


April Fools Mach 2... 


We goofed big time in the April 
CGR. Yes, there is an April Fools 
joke, but it is not the Preview of Dog 
Fight. We mistakenly attributed the 
game to Impressions, while in reali- 
ty, the game is coming out soon 
from MicroProse. We are very sorry 
for any inconvenience this has 
caused Impressions, MicroProse, or 
any of our readers. 


The Joke’s on Us... 


Mistakes happen, and naturally, 
they happen more often in April than 
at any other time. The top two pic- 
tures in the review for Trump Castle 
Ill in the April issue (page 14) were 
mis-atributed. Both of these pictures 
are actually for Beat the House from 
Spirit of Discovery and Konami. A 
review for Beat the House can be 
found on page 40 of this issue, and 
our sincerest apologies go out to 
both Capstone and Spirit of Discov- 
ery. We did not intend to disparage 
either of these fine products. 
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Lemmings 2: The Tribes 
by Psygnosis 


Overall 
eat 89% 
Doo & & 


CGR Game Ratings 


Manual 
Sound 


Originality tt .. 


Graphics 
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GAME SPECS: 


Requirements: 1 Meg Ram (Amiga), 
640k, VGA 

Ad Lib, Sound Blaster, 
Roland 


Sound Support: 


The blood-red sun was an omen of 
disaster to the lemmings of the High- 
land tribes. It was a portent of an 
approaching darkness which would 
destroy Lemming Island. A search 
for a wise, brave and swift messen- 
ger began, but failing that, they took 
what they could find. The high- 
landers sent forth their chosen 
youngster to warn the other eleven 
tribes of the approaching doom and 
to ask them to bring their part of the 


The old lemming tells the tale of the 
ancient prophecy of darkness. 
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Each of the twelve tribes must complete 
ten levels to survive the coming disaster. 


talisman, which would be used to 
save all of the lemmings, to the 
meeting place. This task completed 
(in a Somewhat unusual but effective 
fashion), all of the tribes prepared 
for the hazardous journey to the 
center of Lemming Island. 

In Lemmings 2: The Tribes, you 
will have to guide the dozen commu- 
nities of lemmings to the middle of 


Each level will give you a variety of skills 
that you will be able to use. 


their island home where they will 
reunite the pieces of their magic tal- 
isman. The tribes all live in different 
realms with their own landscapes 
and dangers. Some of these worlds 
are Space World, Shadow World, 
Sports World, Circus World and, of 


The Flame Thrower lemming blazes a trail 
through anything blocking the path. 


ae 
Rigi 


wx i 7 a See oe 


The space lemmings are one of the twelve 
groups that you have to save. 


course, Classic World. Each of the 
tribes starts with 60 members, but 
as they trudge mindlessly through 
the ten levels that separate them 
from their goal, they will fall off cliffs, 
get flattened, exploded and drown, 
all of which will tend to thin their 
ranks a bit. The more you save, the 
more you will have for following lev- 
els. The number that are left after 


ov a s & 
nS ee 


Practice using any of the skills until you are 
confident you know how they work. 


the final level will determine which 
talisman your get (gold, silver or 
bronze). 

Anyone who has played Lem- 
mings will be familiar with some of 
the actions that you can get the little 
guys to perform, but there are a lot 


Turn some of the lemmings into runners to 
get them ahead of the pack. 


Maintain the lemming population by guiding 
them safely to the exit on each level. 


of new abilities like the Stomper, 
Glue Pourer, Surfer, Archer, Skater, 
Climber, Pole Vaulter, Superlem and 
many more. 

The game includes a number of 
useful functions to aid the player. 
Using the pause button, you can halt 
the action and plan your strategy for 
reaching the exit. A fast forward 
option lets you speed up the action 


Maneuver the witless rodents through the 
sandy landscape of the Egyptian realm. 


once you have successfully over- 
come all of the obstacles, so that 
you do not have to wait for all of the 
little green-haired monsters to plod 
along at their own pace. Some lev- 
els require more interaction than just 
assigning skills. You may have to 
use the fan to blow the lemmings 
around or even interact directly with 
something in the level. 120 levels 
await solving by anyone brave 
enough to accept the challenge. 


Many traps and pitfalls stand in the path 
waiting to wipe out your little charges. 


What's not to like about Lemmings 
2? It’s cute, entertaining, challeng- 
ing, diverse and easy to learn. It is 
can also be really hard. Some of 
the levels are difficult to figure out, 
while others are just hard to imple- 
ment. Do not mistake me, this can 
be daunting, but does na 
detract from the game. 
while | found the difficulty re 
me to the test in the origi 
mings, it was the lack of 
that bothered me the most. With 
the large amount of new skills and 
additional changes that has been 
added into Tribes, | find that com- 
plaint to be no longer valid. | found 
the new way the lemmings blow 
up, when you use the nuke com- 


‘Would this be a good sequel or will 


new graphic images? | an 
to say that Lemmings 2 is 
_ new game, with some of 
old features. There are 52°F 
lemmings to discover ar 
with. For example, my personal 
favorite the Flame Thrower Lem- 
ming. There is also a Stacker Lem- 
ming, Glue Pourer, Super, Twister 
Lemming, and many more. Each 


The original Lemmings was a clas- 
sic game that will probably live for- 
ever as one of the greatest PC 
games ever created. The sequel 
tries to build on the excellent 
gameplay and original puzzles of 
the first game and succeeds in 
some areas. First of all, Le 
2 is still as cutesy as Le 
Second, the gameplay is 
exactly the same, which 
plus. Third, the puzzles a 
excellent quality and get progres- 
sively harder. | liked the idea of the 
new powers, and | really like how 
my bombers don’t kill themselves 
anymore. The different look is also 
very cool. My favorites are the 
Sports Lemmings and the Egypt- 


When the first Lemmings game — 
came out it, took the computer — 
gamer into a whole new world. 
When a sequel comes out or is in | 
the planning stages, | get nervous. — 


it have new music, and a couple of | 


of these Lemmings will have differ- 
ent abilities; for example the Super 


mand to restart, to be highly amus- 
ing. Instead of just blowing into 
lemming dust, they now cause the 
others near them to bounce 
around before popping them- 
selves. Some people may be dis- 
appointed that there are only ten 
er tribe, but with a dozen 
at makes 120 levels and 
some serious playing time. 
game fans are likely to 
emmings 2, especially if 
they liked the first. If you are not 
into games that test your ability to 
think, you still might enjoy watch- 
ing the antics of the little critters. 
However, you are not as likely to 
get as much out of playing. | will 
be playing this fora while. -Alex 


: Lemming wil follow the cursor for 


12 deco levels to choles. from, 


version makes me want to play 


ing a lemming! 


ian Lemmings. It would have been 
more interesting if the different 
tribes had different powers. What 


really helps this game for me is. 


that you can jump around between 
the various tribes at any time. 


When the puzzles for one tribe get. 
d, you can move on to a dif- 


ibe and work on them. | 


O 
end. Lemmings 2 is not as good as 
the original game, but not many 
puzzle games are. On the other 
hand, I’d rather play Lemmings 2 
than almost any other puzzle 
_ game on the market. — -Steve 
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like the space, circus, and sports 

levels, and many more. There is — 
also a classic Lemming level for all — 
of you diehards. The gene * did not | 


) the Dieiate. time of oe 
. he graphics are very well © 
done, and | have to point out that. 
the lemmings are beautifully ani- 
mated for such a small sprite. | 
loved the first Lemmings and this : 


more. Experience the thrill of sav- 
a -Rick 


e how you start with a given © 
of lemmings and must 
same ones through each 
e levels to get them to the © 
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You build it. 


You race It. 


You pay your own 


speeding tickets. 


@USE ANIMATED 3-D INSTRUCTIONS TO BUILD ONE OF FOUR MODEL RACERS: PORSCHE 911, 
BUGATTI EB110, NAZCA M12 & LAMBORGHINI LP500S@TRY TO OUTRUN THE COPS AS YOU 
RACE THE CLOCK TO ONE OF THE FOUR TOUGHEST TRACKS IN EUROPE®QOUTDUEL OTHER 
DRIVERS AS YOU RACE TO THE CHAMPIONSHIP @ INTEGRATED VIDEO CLIPS HELP YOU CHOOSE 
TRANSMISSION, TIRES, SPOILER SETTINGS AND FUEL®AVAILABLE FOR MS DOS ON CD-ROM ® 


THE MODEL MAKES THE GAME BETTER, 
THE GAME MAKES THE MODEL BETTER. 


Rome: Pathway to Power 
by Maxis 


Overall 80% 


Rating: 


w 

(o)) 

= 

© 

oc 

® 

© 

0) — 

@) a 
= 
i 
£ 
& 
O 


Requirements: Hard Drive, 640K, VGA 


Sound Support: Ad Lib, Sound Blaster, 


Roland 


Controller: Keyboard, Mouse 


Available for: 
Designed by: 
Distributed by: Maxis 
Retail Price: $59.95 
Hard Drive Space: 4.6 Meg 
No. of Players: One player 


Your name is Hector, and you are 
a slave. However, you have no 
intention to remain that way for long. 
When an exploding volcano 
destroys your town, you hop on 
board a ship and set sail for Rome 
and the adventure of your life. Using 
everything at your disposal, you will 
have to scratch and claw your way 
up the social ladder all of the way to 
the top. In order to survive, you have 
to overcome dangerous obstacles, 
uncover plots and do quite a bit of 
scheming yourself. The game is 
controlled by an easy-to-use mouse 
interface, but you will need sharp 
wits and sound strategy to play. You 
can move around the area by click- 
ing from place to place or pick a 
destination on the overhead map. 
There are six different locations to 
explore, each with their own puzzles 
to solve. Enjoy all of the sights and 
sounds of ancient Rome, like the 
gladiator games and slave auctions. 
Become the commander of units of 
brave centurions and lead them in 
battle against your enemies. Can 
you tread the Pathway to Power? 
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The overhead map lets you view the entire 
area to make getting around easy. 


——-FeLtoniys Hononicys 


- te 
DictaTeo BY RAHK 


You will meet interesting people in your 
travels, from senators to street sweepers 
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Hector arrives in the grand city prepared to 
start a new life of fame and fortune. 
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Watch the bloody spectacle of the gladiator 
games. If you’re lucky, maybe you can play. 


BLOND 


“HAIRED OVNTRY BOY! On 
IW THE Bic City, EH? 
= 2a i 


The city of Rome holds mystery and intrigue 
for the truly adventurous at heart. 


Rome is an interesting game, but 
there are a few problems that | had 
with it. The game has an extremely 
simplified control scheme, which is 
a bit limiting. It also seems to 
expect you to do certain things 
withoUtegiving y Quseivery good 
idea Of What they ares im other 
words, (he@reis veryiittle ia ine way 
of direstion’T do NGk mina naving 
to think @ Witte, Dut Vike To at least 
have a clue or two. The game 
designers did a pretty good job of 
putting a sense of humor into the 
game, but it is not a prevalent as | 
would have liked to see. | liked the 
pop-up windows for each of the 
characters. They added a personal 
touch to the game. -Alex 


Rome is one of those game that 
will either get you hooked fast or 
will leave you behind. | liked it, but 
it has one recurring problem. The 
action is very slow, your character 
is slow, the plot is slow; you catch 
my drift at@hiSipointwAtter you get 
past this point the Game will open 
up and you Wik hav@ Some fun. 
The grapni¢s in Rome are very 
pleasing t6 ti@ eye; there are no 
real loud colors and every image is 
very crisp and clear. The sound in 
Rome is also good; | did like the 
noise in the background a lot. For 
the most part, this game is enter- 
taining, but like it is still rather slow 
moving. Overall, | think Rome is 
worth the money. -Rick 


This is a different style of RPG 
than most, and some of it is really 
refreshing. | did find a few prob- 
lems, however. Probably the 
biggest oversight with Rome is that 
it takes a really long time for your 
Charactereto,get anywhere. While 
he walkS=(OFf rungs) tArough town, 
you wait ana walt ana wait. The 
interface ig also Wery“imited. You 
only have @ Coupiesef Choices at 
each point; and there's very little 
direction throughout the game as 
far as what you should do. While 
this gives it a nice, free-form feel, it 
also can be very frustrating when it 
causes you to miss important 
events. Rome is interesting, but 
not too thrilling. -Steve 


THE FUTURE 
Or ADVENTURE 


GAMING BEGINS 
WHEN THE 
PHANTOM KETURNS! 


MicroProse pushes adventure gaming to its 
limits with the most significant innovations in 
graphics and animation to date! 


ht is theviorld Premigng ot the Ci Tragedy awaits you 
jendary'tcot score DONPUAN TRIOME and the audience 
inside the famed 
Paris Opera House! 


Explore the 
opera's labyrinth 
of catacombs! 


Confront the 
| Phantom face- 
to-face! 


Search for clues 
along the catwalks, 
through the wings, 
and into the many 
backstage rooms 
of the opera house! 


Try Kex Nebular And 
The Cosmic Gender 
Bender™ for more 
mind-blowing 
adventures! 


To get our free catal call 1-800-879-PLAY. 


(Mon.- Fri., 8:30 am-5:00 pm EST.) 


Or fill out this coupon and mail it to: raProas Software, Inc. 
180 Lakefront Drive ¢ Dept. D-10 * Hunt Valley, MD 21030-2245 
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Think Cross 
by Villa Crespo 
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Originality acme 
Playability 
Intelligence 
Manual 
Graphics 
Sound 


GAME SPECS: 


Requirements: 
Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 


No. of Players: One player 


O 


Think Cross is a strategy puzzle 
game in which you have to match up 
differently shaped pieces in order to 
eliminate them. Sound simple? Well, 
it is not quite as easy as you may 
think. First of all, you only have a 
limited time in which to do each puz- 
zle. Second, you will need to move 
the pairs (and sets of three) around 
carefully so that you do not make 
the level impossible to complete. 
Third, there are some other features 
which make the game a little bit 
more interesting. Navigate around 
bridges, elevators and collapsing 
floors in order to complete the level. 
Each round consists of four levels 
with a bonus level and a secret level 
which is accessed by moving a 
block to a particular spot. Every 
30,000 points, you get a bomb with 
which you can correct some of your 
mistakes. A help function lets you 
reset the level if you mess up, but 
time keeps ticking away. Race 
against the clock in order to match 
up the shapes and eliminate them 
one by one. You must be careful, 
because one error can ruin a game! 
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Special features add to the challenge of the 
levels and keep it interesting. 


meD 
Eliminate the pairs and sets of three by 
positioning identical shapes together. 
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Move pieces onto the elevator and across 
bridges which appear and disappear. 
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The rounds have their own set of graphics 


Bonus levels and secret rooms give you the 
chance to earn extra points. 


Think Cross could be a really nice 
puzzle game, if not for one detail. 
There is no really good method for 
control. Using either the mouse or 
keyboard brings the same results: 
slow and awkward manipulation of 
the cursomandethempieces. On lev- 
els where’ you are Feguired to 
move the sha@pes.@@ross things 
like bridges Of other féattikes which 
give you a/fimited time, this can be 
very frustrating. Putting this single 
(but important) problem aside, | 
found Think Cross to be challeng- 
ing and rather fun. When playing, 
you would be well advised to plan 
your moves ahead of time, or else 
you can easily find yourself unable 
to finish the level. -Alex 


Think Cross does just what the title 
says. It makes you think. There is 
one problem that | found in the 
game, and that is the lack of con- 
trol. Every time you get into a criti- 
cal spot, it seems that you lose all 
control Mipdomli kewthi@mthinking 
aspect of thé game, and | will say 
that the gamé@/ car be Very addic- 
tive. The graphi¢S are done very 
well, and the levels gét a lot harder | 
than you would expect them to. | 
also like the objects that are used 
in this game. In addition, the way 
the puzzles move is neat. When 
this happens, you have to drop a 
piece and move it before the 
object retracts, or disappears. This 
is a decent game. -Rick 


Think Cross is another game that 
claims to be the “next Tetris,” but | 
believe Villa Crespo’s claim hits 
closer to the mark than other Tetris | 
wannabees. Think Cross is an 
addictive, challenging puzzle game 
that will hawe.vou pe@wmading your 
desktop im trustratiom, The one 
major dOWner in this Game is the 
control. At €éftain dimes; Speed is 
important, aad accuraey is always 
essential™=rre mousets slightly 
better than the keyboard, but it can 
often be difficult to align the cursor 
with the block you want to move. 
Regardless of the control prob- 
lems, | still had fun playing this 
game, and it’s one of the better 
puzzlers around. -Steve 


Take 


Task Force 1942! 


Lead The World’s Most Colossal Battleships 
Through The Greatest Battles Of World War Il. 


The Pacific solomons 1942. Over 250 destroyers, 
battleships, cruisers, carriers, and transports are 


poised for grueling head-to-head confrontations and 
awaiting your command. 


This is the setting for Task Force 1942...the ultimate 
simulation of surface naval action in the South Pacific! 


Experience the intense pressures that the admirals 
and subordinate commanders faced during the actual 
solomons Campaign of 1942. 


No detail has been spared! You'll experience the 
intensity of realistic torpedo wakes, riveting night 
combat, and harsh weather conditions! All brought to 
life by the most advanced 3-D graphics in any naval 
action simulation! 


“If you are looking for a gritty, challenging simulation of 
ship-to-ship ocean surface combat in World War I, 
Task Force 1942 has the goods.” 


“Launching torpedos is a blast, and so is this game.” 


VideoGames & Computer 
Entertainment 


“Night battles are quite 
spectacular with all the flares, 
Salvos, and ships on fire... 
a fireworks show!” 


Strategy Plus 


Command U.S. or Japanese forces! Find out if the 
64,000-ton Yamato Class Battleship is a match for 
the mighty lowa Class Battleship! 

Take control of Gun Director View or Torpedo Mount 
View for more effective ship-to-ship combat! Or 
anticipate your enemy's next move from the bridge! 
Command hundreds of destroyers, cruisers, and 
battleships. ..all faithfully reproduced! 

Lead your task force to victory in single engagements 
or comprehensive campaigns...or end up at the 


bottom of Iron Bottom Sound like Admirals Callaghan 
and Scott! 


Absolute historical accuracy thanks to technical 
guidance from Vice Admiral William Mack, a veteran 
Gunnery Officer aboard the John D. Ford in the actual 
Solomons Campaign! 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


For a FREE INTERACTIVE DEMO DISK of the incredible TASK FORCE, 
send this coupon to: MicroProse Software, 180 Lakefront Drive, 
Hunt Valley, MD 21030-2245. Please include $3.99 for postage and handling. 


To get our free catalog, call 1-800-879-PLAY today! (Mon. - Fri. 8:30 am - 5:00 pm EST) 
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386, 20mhz or better, 
VGA, Mouse 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


$59.95 
20 Meg 
One player 


Venture out on a mystic mission 
across space and time in this high- 
powered combination of complex 
puzzle solving, mystical role-playing 
and outer space battle simulation. 
You are the champion of the lost 
Inca empire, rocketing across galax- 
ies, battling space age conquista- 
dors and unraveling intricate and 
ancient mysteries. 

Outstanding video-captured 
sequences bring your adversaries to 
life as you face off with swords and 
phasers. Stunning simulation tech- 
nology lets you soar through winding 
canyons, hostile star systems and 
lost ruins. 


You stepped too far. It’s an ambush! Fight 
off attacks with your phasers. 
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The interior of your ship, while it looks 


ancient, is really state-of-the-art. 

This is an epic adventure that cat- 
apults you through space and time. 
From the shrouded shores of the 
16th century Lake Titicaca to the 
silent expanses of outer space, Inca 
is an interactive motion picture 
where cultures clash and legends 
come to life. 

Some of Inca’s outstanding fea- 
tures are the motion picture quality 
video captures of actors and action. 
lf you have a sound card, you will be 
able to hear a sensational new-age 
soundtrack performed with authentic 
Incan instruments. 


Your ship has been crafted from the finest 
materials of Incan technology. 


Inca uses an easy interface that 
gives you smooth, quick-panning 
screen motion with fast action real- 
ism. There are intriguing and chal- 
lenging puzzles about ancient folk- 
lore. The main character, El Dorado, 
is a mythical and legendary charac- 


Your automap will prove useful in keeping 
track of your location. 


ter chosen by prophecy. His goal is 
to restore the Incan empire by find- 
ing the three jewels of Time, Matter 
and Energy. He is helped by the 
spirit of Huayna Capac. 

Huayna is the last of the great 
Incas, the eleventh heir of a long 
Incan dynasty. Long before the con- 
quest of Peru, he had a premonition 
the the empire would be invaded by 
the Spanish. His great foresight 
allowed him to place the powers of 
the Incas out of the conquistadors; 
reach. His son, Atahualpa, was exe- 
cuted by the Spanish in 1533, which 
was the end of the Incan civilization. 


You will encounter strange and wonderful 
new worlds throughout your quest. 


Aguirre is a symbol representing 
the Spanish conquistadors. He is 
constantly searching for power and 
material wealth. He is devious and 
powerful, and will stop at nothing to 
prevent you from succeeding in your 
quest. Aclla is next. The Sun Virgin, 
she is the young protectress of the 
sanctuary of the elders. She awaits 
your coming as her ally and to give 
you the jewel of Matter. 

Finally, Mama Ocllo and Manco 
Capac are the mythical elders and 
creators of the Inca civilization. They 
keep watch over the first power, the 
jewel of Time. They also give you 
the ability to create life and start the 
eternal flow of time. 


to avoid damage. 


The puzzles start out easy and progress in 
difficulty. 

The start of the game is very dif- 
ferent from any other game you 
have played. Right away, you will 
notice the graphics and excellent 
sound. After the beginning, you will 
set off for an adventure that will take 
you across the galaxy. 


The trench run will certainly quicken your 
pulse as you race against your foes. 


When you start your approach to 
the first planet of your quest, a mete- 
or shower will block your path. You 
must clear a way for your craft. 
Once at the planet, you will be 
attacked by enemy ships. Destroy 
them before they reach the end of 
the tunnel you are flying in. Once at 
the tunnel’s end, you must find your 
way past the first puzzle and fight 
through the conquistadors who wait 
for you. Only by going forward can 
you discover the secrets of the 
Inca’s past and their promise of the 
future. 


Inca’s cinematic cut-scenes are quite 
appealing and add a mysterious element. 


Sierra is known for great adven- 
ture games, but this is a bit of a 
departure from their standard for- 
mat. Inca is just as easily playable 
as games like the Space Quest 
and King's Quest series, what with 
only a few simple commands and 
actions that you need t 
However, the puzzles in t 

gram seem to be a bit ha 

figure out. There is one re 

this; the game is just not v 
er-friendly. | have never been as 
clueless and with as little direction 
as | was playing this game. For the 
most part, you are simply thrown 
against a puzzle with no idea of 
how to solve it. When you do final- 
ly overcome the problem, you are 


vived, ‘ahd bat impartandly, it's 


fun. It’s not often 


Inca is weird. There really isn’t 
another way to describe it, since it 


seems to try to combine so many 


disparate things. Of course, blend-— 
ing very different things can some- 


times result in something new and 
exciting. However, I’m not all that 
sure that the juxtaposition of 

myth and legend with spaces 
and gunfighting is really worka 

In spite of this, the game is 
interesting. The game play r 
work, especially in the initial 
episode as you fly towards a dis- 
tant planet and are attacked by 
giant red rocks. It’s sort of a first- 


person Asteroids, even if the rocks — % 


look like big yarn balls. From there, — 


Inca moves on to a Star Wars ‘< : 


that a game com- 
pany tries to please all of its follow- 
ers, cand think this. is a great | 


not really left with any knowledge 
of why your actions worked. The 
graphics are really well done, but 
the game cannot really decide 
whether it is an adventure game or 
an action game. Furthermore, the 
Storyline is about as confusing as 
t uzzles. The laser-wielding 
uistadors were in keeping 
game, but were out of 

their ancient armor. 

Des everything | didn’t like, | 
came away feeling that, overall, it 
is a good game and that it’s quite 
playable, considering the style. 
Even with the confusion and frus- 
tration, the game was designed so 
well that | could not help but enjoy 
a lot of it. -Alex 


as you perform. a trench run while 


being attacked by strange space- 
craft. This part would have been 
much better if you controlled the 


movements of your ship and not. 
just the targeting of enemies. Puz- 


zles are also included, although © 


en’t very difficult. Then, the 


becomes sort of a western © 
-up as you move through a — 
2 and pick off bad guys pop- — 


(pityg out from behind corners. 
What | think was attempted was 


creating a game that had some- 


thing for everybody. The end 


result, though, is that Inca is a 


_ game that doesn’t really have any 


- idea of where it’s going. Great 
graphics, weird game. _ 
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impressions are delighted to announce an Omnitrend production - Rules of Engagement 2! 
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The original became an instant success -“one of the top 6 games of 1991” (Newsweek), 
“involving, well-planned, entertaining, highest levels of intelligence and excitement” (Computer Game Review). 


Now, the sequel surpasses even the original's excellence! 
Rules of Engagement 2 is a real-time, strategic space combat game. The player commands a fleet of starships engaging enemy 


ships in campaigns composed of multiple combat missions. The attention to realism and detail (Omnitrend’s hallmark) and the 
‘ sheer size of the game are phenomenal, and are made accessible by the unique easy to use control system. 


Rules of Engagement 2is the latest Interlocking Game System module - and can link with Breach 2or Breach 3(coming this fall). 
® Exciting animated sequences featuring 3D rendered spaceships relate the storyline at strategic points 


within campaigns. Players can create their own tree-structured campaigns with the world’s first 
campaign-builder - and can even include their own PC Animate Plus animation files! 
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© Rules of Engagement 2 features an | «aver ‘ oe rer 
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a still from an animated squence jutctanding interface. Game screens 
consist of four QuadPanels, color coded 


to distinguish different control systems. The c@ntral control bar coordinates all activity between panels. 
Users can select which of the 28 QuadPanels appear on the main screen - and can even save several 
configurations for use in different situations. 


© Rules of Engagement 2 offers a significant advance in artificial |» NAMED CRISTOPHE OF COUR 
intelligence within computer gaming. Each starship captain has a | tin 
substantial dossier complete with many personality traits which | [=a\iim ge si swe 
affect how he, she or it reacts to orders and situations which arise. oyna ae Fotognanaaes 
: | — a reateion ee ce DISMOTEREST 
cane ic rit a a” oo 
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a starship captain’s dossier 


® Rules of Engagement 2 offers immense replay value, allowing the player to design and construct both 
100400 mt P vs NAME friendly and hostile spacecraft and their captains, specify the physical and mental capabilities of the 
ya fete} mnve ¢ en “InST iN j j j j 

: enemy forces -- and design solar systems in which the battles will take place! ‘ 
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Committed to Excellence in Strategy Entertainment 


Impressions Software, Inc. 7 Melrose Drive, Farmington, CT 06032 
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Gobliins 2 
by Sierra 


Overall R5% 
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Sound Support: Ad Lib, Sound Blaster, Thun- 


der Board, Pro Audio Spectrum 
Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


No. of Players: One player 


Once again, the Goblin King is in 
trouble. This time, an evil demon 
has kidnapped his only son and is 
forcing him to play the role of a 
jester in his court. Just like last time, 
heroic goblins have been chosen to 
try to set things right, but this time 
there are only two. Fingus is a seri- 
Ous and practical imp who likes to 
approach things logically. His com- 
panion, Winkle, likes to play practi- 
cal jokes and fool around. Together, 
they have a chance of getting past 
all of the wacky puzzles that stand 
between them and their goal. Along 
the way, they will encounter people 
that will offer advice and items which 
will enable them to succeed. Each of 
the goblins has their own personality 
and way of doing things. Because 
they react differently to situations, 
one may do something right where 
the other failed trying to do the exact 
same thing. There are seven multi- 
screen episodes which will chal- 
lenge and bewilder your intellect and 
there’s an unpredictable sense of 
humor to amuse you. With Gobliins, 
fun and challenge go hand in hand! 
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The Goblin King is distraught by the kidnap- 


ping of his son, the prince. 


Ray 


Many puzzles require the goblins to cooper- 
ate and perform actions at the same time. 


if” : AE ee | 


Things like dogs and giants will block your 
path; you must find a way around them. 


Not everyone obstructs you. Some of the 
inhabitants give helpful advice. 


Explore seven areas with multiple screens 
each full of challenging puzzles. 


Gobliins continues along the same 
vein as the first game which was 
released not long ago. However, 
this time, there are only two gob- 
lins. | liked the first game better 
because there was more variety. 
With thesS@@me|l gyoumhave to 
spend aio Gf time figuring out 
which of th@@GDs yom Need to per- 
form a Particular task, Both can 
help, buU you may \ need a specific 
one to get the job done. The puz- 
zle solving logic can be really 
bizarre, which is often a great deal 
of the fun. Watching your pair of 
imps get beat up is cool, but when 
you add it to the sense of accom- 
plishment you get from bypassing 
obstacles, it’s even better. -Alex 


Gobliins is a great sequel to a 
great game. The animation has 
been improved over the first ver- 
sion. | thought | would like this ver- 
sion a little less than the first, 
because you only have two guys in 
this one out was wrGng: It is just 
as funny; f.not Better tan the first. 
| suggesU playing With a@ Couple of 
friends, SO yOu Can get through the 
puzzles‘@ ittlé faster, and you can 
have some belly laughs! The 
sound is also good, although it can 
get a little obnoxious at times. 
some of the puzzles are downright 
hard, and others are very easy, but 
you are sure to always be enter- 
tained, and that is the key to any 
fun game! -Rick 


| liked the idea behind the original 
Gobliiins, and Gobliins 2, while it 
has one fewer character, is as 
good, if not better. | like the fact 
that the game contains puzzles 
that can only be solved by moving 
back and dontieacrossethe different 
screens, something notas preva- 
lent in the first Game, AnGiher cool 
feature ig thatthe two goblins need 
to work i waiSOn to"SOlve certain 
puzzles. Ore’downer Is that some 
solutions are only solvable by pick- 
ing the correct character while oth- 
ers can be solved with either. 
Another big problem is the 
extremely annoying sounds when 
the characters speak. Turn off the 
noise and play anyway. -Steve 


COMING soon 


NEW WORLD COMPUTING, ING. 


ENTERTAINMENT SOFTWARE 


©copyRIGHT 1992, NEW WORLD COMPUTING, INC. ¢ MIGHT & MAGIC AND NEW WORLD COMPUTING ARE REGISTERED TRADMARKS OF NEW WORLD COMPUITNG, INC. 


Vikings: Fields of Conquest 


by Realism Entertainment 


Overall 83% 


Rating: 


Playability - sss 
Intelligence 


GAME SPECS: 
Requirements: VGA-265 colors, 
386 or better 


Controller: Mouse (required) 


Available for: PC and compatibles 


Hard Drive Space: 1.8 Meg 


No. of Players: 1 to 6 players 


In days gone by, the bloody 
Norsemen sailed the seas in search 
of settlements to loot and pillage. 
The swiftness and ferocity of their 
attacks allowed them to continue the 
reign of terror for some time despite 
efforts to repel and destroy them. 
Now they have landed and seek to 
conquer an England and Ireland 
which are weak from internal strife. 
Up to six players can choose which 
lord they wish to play and seek to 
defeat all others by capturing the 
required number of areas or wiping 
out the competition. Acquire 
resources such as wood, stone, gold 
and iron and use these materials to 
construct castles, ports and armies. 
Balance the cost and power of your 
armies with troop types like archers, 
pikemen, knights and swordsmen. 
Use survey teams to search for ore 
mines which will Supply you with 
additional resources. Using the 
mouse interface, you can easily 
access a variety of information on 
your territories and armies. As 
defender of your homeland or north- 
ern invader, the goal is to rule. 
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A variety of graphs and pop-up windows 
help you monitor your personal empire. 


The map screen shows you the ownership of 
all of the territories. 


There are 199 territories for you to conquer 
if you want to emerge victorious. 
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Create your armies from seven troop types 
and use them to fight your foes. 


| really love strategy games and 
Vikings is a good example of one 
that is deceptively simple. | do not 
mean it is easy to win. Rather, 
when you really get down to it, 


against 
always 
accom 
anothe 
slowness € game can be a bit 
of a drawback, as there are few 
things really designed to hold your 
interest. For example, the combat 
scene is just two columns of num- 
bers which slowly decrease as the 
men are killed. Vikings is decent, 
but needs some spicing up. -Alex 


Vikings is a typical conquest 
game. | liked the graphics quite a 
bit. Too often in military-type 
games, not enough emphasis is 
put on graphics. Well, they did it 
right in this game. One major prob- 
lemIh 
of batt 
speed | 
not d 
This 
learn, bu id have a little trouble 
following the plot. My only other 
complaint is the lack of sound. | 
wish there was some. The game 
itself has a brand new, interesting 
concept. Conquest players will 
love this game, but | feel it needs 
more action. -Rick 


Many times, a game from a small 
developer has an interesting plot 
and very poor graphics. Vikings 
certainly fits the first of these state- 
ments, but it clearly has better 
graphics than many games. | was 
impress the e which | 
control a d figured 
out wh e one 
aspect to see 
addres really 
bland to O CO of ever- 
shrinking numbers instead of 
masses of troops on the field of 
battle. Still, Vikings presents an 
interesting, albeit relatively simple, 
challenge. Realism Entertainment 
has much to be proud of with this 
effort. -Steve 


ALL FLIGHT SIMS 
ARE NOT CREATED EQUAL. 


Some Are More Real Than Others 


TNE ALLIES’ MOST GQEACOLY STRIKE FIGHTER 


dpectnan 
loByte 


Digital Integration 


INCLUDES 2-PLAVYER MODEM VERSION 


You've played the latest flight sim games, now brace yourself 
for the real thing. When it comes to first-class authenticity, 
down-and-dirty realism, and a target-rich environment, nobody 
comes close to Tornado. 

Pilot the Gulf War’s most gutsy strike aircraft at breakneck 
speeds over three explosive combat areas loaded with real- 
world details delivered at a high frame rate — buildings, 
structures, roads, power lines, trees and much, much more. 
From tanks to TV towers to rivers and railways, Tornado’s 
unsurpassed 3-D world is so authentic, you can see the mesh 
of fence surrounding a communication tower. 

At sea level, there is no faster fighter jet than a Tornado. 
Hugging the earth at a heart-stopping 
speed, the Tornado is an extremely 
difficult target. Meanwhile, it can 
deliver nearly 10 tons of the latest 


Tornado, from the 
company that brought 
you the award-winning 
Falcon’ 3.0. 


Real- 
Be 


Incredibly 
detailed 
mission 
planning. 


Fly missions 
with up 

to five other 
Tornados. 


“smart” and submunition weaponry 
with pinpoint accuracy in any weather, day or night. 

And it’s not just you against the enemy. Up to five other 
Tornados help you corner your adversary in high-speed 
synchronized attacks that determine the outcome of your 
missions and the success or failure of the campaign. 

Tornado even delivers the most sophisticated mission 
planning ever seen on a home computer. A satellite overview 
of the airfield and the surrounding areas lets you set and 
analyze your flight plan and profile. And the most intricate 
fighter mission planning system ever devised lets you set 
the autopilot parameters and check 
your waypoint flight times and fuel 
consumption. 

Tornado. 

Realism that'll blow you away. 


eS. 


Digital Integration 
Distributed by Spectrum HoloByte 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
1-800-695-GAME (Orders Only 


For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 


Digital Integration is a trademark of Digital Integration Ltd. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 


Michael Jordan in Flight 


by Electronic Arts 


| Overall 
Rating: 8] of 0 
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Originality 
Playability 
Intelligence 
Graphics 


Requirements: 640K, VGA 


Sound Support: Ad Lib, Sound Blaster, Pro 

ectrum, Roland 
Controller: Keyboard, Mouse 
Available for: PC and compatibles 
Designed by: ZCT Systems Group 
Distributed by: Electronic Arts 
Retail Price: $47.95 
Hard Drive Space: 3.3 Meg 
No. of Players: One player 
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Electronic Arts, ZCT Systems 
Group, and Michael Jordan form a 
three-man team to bring you 
Michael Jordan in Flight. The star 
player brings his expertise and spe- 
cial touch to the game, so that com- 
puter owners everywhere can play. 
Pick your team of three and take to 
the court to test your skill against the 
computer. Try to prove yourself the 
best team around by beating your 
opponents in a three-on-three tour- 
nament. Or, just practice in an exhi- 
bition game. The detailed replay 
function lets you view your films 
from the angles and range that you 
want, not just what the program 
gives you. Jordan himself will occa- 
sionally pop up to make a comment 
after a good or bad play. There are 
three levels of difficulty and a num- 
ber of optional rules to let you set 
the game to your liking. For the 
advanced players, there are four 
offensive plays that you can try out 
in an attempt to confound the 
defense. If you want to be like Mike 
and take it to the hoop, you might 
want to try this game. 
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>. Lust by 
Ayverag eed wind, and BD. © Good air, defender. 
Best shots trom close range. Average speed and low wind. 


Pick your lineup and positions for the mem- 
bers of your team. 


Play three-on-three against the stiffest com- 
petition and best teams around. 


Michael offers words of encouragement 
when you make a good shot. 


That was a thrill-packed first half. 
Let’ us 


et's check out the state ... 


At halftime and the end of the game, you 
are shown the stats for each player. 


The replay function gives you the ability to 
view footage from many different angles. 


Of all sports, basketball is probably 
the one | know the least about 
(discounting jai alai), but even | 
know who Michael Jordan is. A big 
name can often be enough to sell 
a game, but it cannot make it 
good. Lote MJ dnmRlight to be 
reasonably playable: kind Of won- 
dered why it appears to be playing 
in a featureless void, but that did 
not detracwtoo heavily trom the 
actual playability. TNE graphics, 
while lacking a great deal of detail, 
are still very nice and move 
smoothly. One of the nicest fea- 
tures is the playback which is very 
versatile. For me, this game may 
not fly, but it does not plummet to 
its death, either. -Alex 


| am sorry to say that this was a 
disappointment for me. Michael 
Jordan may be a star on the court, 
but in this game, he just does not 
work. The graphics are great and 
the sound is fantastic, but when | 
play a game with Michaétordan, | 
want tO first Of all play with the 
Bulls, and Sécondly want to play 
on a full Cour, \ not Aalf/court and 
three-on-three. The game is hard 
to control. The thing that | liked 
most about it was the replay fea- 
ture. This is one of the best 
replays | have seen. You can cut 
and paste scenes to make your 
own films. This is very cool. | hope 
that future versions will allow us to 
play real basketball! -Rick 


| love hoops, and, being a Chica- 
go-area native, | love the Bulls, so 
| was waiting for this one. It’s kind 
of a mixed bag. The graphics are 
great, although the animation is a 
little goofy at times. The sound is 
pretty goodstoo The .game is also 
very easy to\ control and learn to 
play. | found the nmiOusesto be the 
best conatrover. hwouldshave much 
rather playedeive-on-five tull-court, 
but | can“ive@=with what"Wwe've got 
here. My biggest complaint is the 
cut scenes to Michael telling you 
when you did well or when you 
messed up. They may be cute, but 
they really ruin your rhythm when 
you've just hit two consecutive 
three-pointers. -Steve 


| Screen shots shown are from 
@ Amiga version of the game. 


_ OCP is sending in Rehab oti te i x . | * 
‘streets of Old Detroit, making way “a the : a 4 ai “ wy 
Construction of Delta City. When ROBOCOP =. ; - | ) | 

sees helpless families forced out of their 
homes as the bulldozers Move in , he joins the 
resistance movement to ‘ 


Armed with a new multi-weaponarm 
attachment containing a large-bore cannon 
- and a smart bomb, plus a gyropack for 
airborne assault capability, ROBOCOP faces a 
batallion of ED-209's, tanks, heavy artillery | 
~ and a new adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 


ean of America, Inc. Onion 


55 O'Toole Ave. PICTURES CORPORATION» 
Suite D-102 
san Jose, CA 95131 


Robocop™ 3 TM & © 1992- 
Orion Pictures Corporation. 
All Rights Reserved. TM 
designates a Trademark of 
Orion Pictures Corporation. 
Game program © 1992 Ocean 
Software Limited. Ocean is a 
registered trademark of Ocean 
Software Limited. 


Space Hulk 
by Electronic Arts 
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580K RAM, 250K EMS w/ 
sound, Hard Drive 
Sound Support: 


Controller: 

Available for: 

Designed by: 

Distributed by: Electronic Arts 
Retail Price: $59.95 
Hard Drive Space: 8.5 Meg 
No. of Players: One player 


The mighty Ter- 
minator squads of 
Space marines 
have patrolled 
Imperial space for 
millennia. Now, 
massive derelict 
spacecraft have begun to enter into 
their patrol areas. These “space 
hulks” may spell disaster for the 
Imperium as they carry the Gen- 
estealers, a race of monsters bent 
on destruction. Elite teams have 
been hand-picked to enter the shat- 
tered hulls of the drifting vessels and 
neutralize the threat or die in the 
attempt. The Terminators are armed 
with high-tech weapons of awesome 
destructive potential, but the crea- 
tures travel in large packs, attack 
swiftly and have claws able to shred 
the toughest armored suits. The 
marines have the guts and the fire- 
power—now all they need is the lead- 
ership. Use your best tactical skill to 
get your team to accomplish the 
objective and get them out alive. 
Space Hulk has both training mis- 
sions and campaigns to test you. 
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Use the awesome power of weapons such 
as the flamer to perpetrate the slaughter. 


Control your troopers individually or through 
preset orders on the map screen. 


at mt 


Fight bravely and with honor for the glory of 
your battalion and the Imperium. 


This game can be rough. Trying to 
control a group of armored troop- 
ers and direct them through a gut- 
ted ghost cruiser while Genesteal- 
ers jump on you from all directions 
is not an easy task. However, 
when itassi@tetrustretingmibis loads 
of fun {fne Suspense Generated by 
the gam@nis reminiscent of the 
Aliens movies While you Aare direct- 
ly controlingyone Manmneyyou can 
watch in horror as your others are 
overrun on their remote cams. 
And, when you are having a good 
run, it can be great fun to blast 
those pesky, purple critters into 
mounds of steaming gore. This is 
a great action game for Games 
Workshop fans. -Alex 


There are a few games that have 
gore in them that work, and there 
are some that don’t. This game 
needs blood. Some may argue 
that gore is never needed, but | 
assure you that even some PG13 
movieseafe Wworseethahimthis. The 
graphies are very good, and the 
sound“S Some of the best! have 
heard, especially the background 
noises. Phere is one thing | would 
have liked to see, and that is a big- 
ger playing screen. | also had a 
hard time trying to control all of my 
characters, so | usually just settled 
with two marines. The map 
screens were nice and helpful. 
This is a game that will hook you 
as soon as you try it! -Rick 


Now this is a game! | have instant 
respect for any game that is a 
combination of Aliens and the old 
British “Nemesis the Warlock” 
comics from 2000 A.D. Space Hulk 
is very difficult, but it’s fun to play 
even whehey@ur SGiiadegets wiped 
out. The aliens are=tougn foes and 
they mM@V@squickly, whith makes 
the game“ehalienging, especially 
when youstry-and Commo! more 
than one*guy at*once Still, this 
game will keep me coming back to 
play it again and again. The most 
appealing part of the game is the 
comments as you start the mission 
and when you unpause. Now, | 
want to buy the board game! Pre- 
pare to EAT METAL! -Steve 


* 
. 


Billions of people | are congo on n you uiadeaioy © 
; a na _ ming 


i 
= 

: 
PS 
= 
s 
PY 
= 


es © 
‘ 


o © * 800+ od Coeew SB 6 ue 


© @e++ee « 


ulte D-710 


= =tade= 


wo SOU ) 245- 4525 


& bs 


—_ _ ~4 5 x 
pea. 5 &. . 
N cb S 


Ultrabots 
by Electronic Arts 


Overall g RY, 


Rating: 
~~ 


CGR Game Ratings 
Originality a8 Re 


Playability 


Sound Support: Ad Lib, Roland, 
Sound Blaster 
Controller: Keyboard, Mouse 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


| No. of Players: 


$59.95 
2.5 Meg 
One player 


Ultrabots, a futuristic science fic- 
tion simulation for the PC, skillfully 
blends a futuristic robot theme with 
fully interactive, simulation-style 
cockpits and military battle tactics. 
Astonishing 3-D ray-traced graphics, 
digitized special effects, and a stun- 
ning soundtrack make Ultrabots a 
spectacular audio-visual experience. 

In this near-future scenario, an 
alien spacecraft has entered the 
solar system, piloted by a crew of 
artificially intelligent machines. A 
predetermined program designates 
Earth as the new home for its sleep- 
ing cargo, a nomadic colony of alien 
beings. Its mission is clear: eradi- 


SELECT. SCENARIO TO PLAY 


From the main map view, you can see all of 
the hot spots that need your attention. 
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The main battle screen is where you decide 
what bot to send out or control. 
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cate all non-compatible life forms, 
and ready the planet for their alien 
colony. 

On its first visit, the craft releases 
hundreds of robots: gigantic, com- 
puter-driven killing machines which 
begin the systematic destruction of 
everything in their path. Earth’s 
defenses are devastated, and 
humanity’s only hope for survival is 
a commandeered fleet of retro-fitted 
robots under human control: the 
Ultrabots. 

Ultrabots is an epic war of worlds 
which takes place on two levels of 
gameplay. The strategic level offers 


Repairs to your Ultrabots will become 
increasingly important in the game. 


a global battle of wits against an 
immensely capable computer oppo- 
nent. The tactical level provides 
gamers the challenge of player-con- 
trolled robot-to-robot combat. 

Lead a fleet of mammoth droids 
against the murderous automations 
that threaten to wipe humanity from 
the face of the planet. Computer 
generated maps and multiple visual 
displays, including thermal night 
sights, allow you to battle in the 
dead of night or the harsh light of 
day. Operate the biped scout, heavy 
assault scorpion and humanoid war- 
rior bots over a brutal post-holocaust 
landscape, and make the best use 
of your limited resources in the 


attempt to reclaim Earth from the 
enemy. As stated before, each Ultra- 
bot is ray-traced, in 3-D modeled 
animation. This is the same technol- 
ogy that is applied in movies today! 

There will be bone-chilling first- 
person robot-to-robot combat! Get 
ready to hear some of the best digi- 
tized sounds on the market. If you 
have a Sound Blaster, you will not 
only see great scenes, but hear 
them as well. 

You will have to utilize a multitude 
of offense and defensive weapons, 


A look through an Ultrabot at night. Notice 
the infrared panels in the front. 


from cloaking devices and EMI 
decoys to plasma cannons and elec- 
tronically targeted nuclear missiles 
with on-board camera views. 

For those of you who like strategy, 
this a game has plenty. One of the 
screens that you will use is the main 
situation screen. From here, you can 
choose what Ultrabot you want to 
control, view the map of an area, 
review your orders, or monitor the 
status of all of the Ultrabots under 
your command. When you choose to 
view the map, there are a number of 
options you can select from, includ- 
ing zoom, a grid, and several differ- 
ent options. 

In the main screen, you also have 
total control over three different 
power settings, which include repair- 


BOKFRH 


A dusk mission reveals a dangerous and 
daunting enemy approaching. 


Although you take some damage, you are 
still able to destroy other enemies. 


ing your Ultrabots and creating new 
ones. Another impressive feature is 
the remote button. By pushing this 
button, you will automatically jump 
into the selected Ultrabot. 

At first, you are just going along for 
the ride, but at any time, all you 
have to do is simply push the manu- 
al button, and you are in total con- 
trol—it is just that easy. The other 
button that might interest you is the 
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A new target appears on your screen. Be 
careful with enemies in back of you! 


com button. This will allow you to 
receive all the incoming messages 
from the different Ultrabots. One of 
the amazing things about this game 
is that it only takes up 2.5 Meg. 

For all of you MechWarrior fans 
out there, you must take a look at 
this game. Remember, you control 
the fate of the Earth. It is up to you 
to defend this planet from certain 
doom, using the advanced technolo- 
gy of the awesome Ultrabots. 


You have been hit! It is time to take some 
evasive action and get out of there! 


We have been eagerly awaiting 
Ultrabots since it appeared on our 
November ‘91 cover. Well, at least 
| have. Ever since the very impres- 
Sive (especially for back then) 
graphics first graced our maga- 
zine, | have wanted to find out if it 
would be a truly playable g 
just a bunch of pretty image 
turns out, it was both. Ult 
was as interesting as ou 
preview had led us to belie 
on a visual and audible level, the 
program maintains a high level of 
quality. Furthermore, | found it to 
be both playable and entertaining. 
The only things that | thought 
could have stood some changing 
were a matter of personal taste, 


By now, nearly everyone has 
heard of Ultrabots. In fact, it had 
appeared in our fourth issue. 
Needless to say, that was a long 
time ago. The question is, how 
well did it fare in the delay? | think 
the wait was a worthwhile one. 
Ultrabots is graphically f 
and the sounds are ou 
world. When you first s 
explosion, you will gasp 
are the first really excitin 
sions | have seen outside o m- 
manche Maximum Overkill. The 
down side to the game is the diffi- 
culty (at least for me) in learning 
the actual game. Any time | went 
near an opposing Ultrabot, | would 
be disabled, or blown up in a mat- 


As was commented on by both 
Rick and Alex, Ultrabots is one of 
those games that we’ve been look- 
ing forward to since we started 
CGR. Now that it’s here, it’s just 
about everything | expected it 
would be. The graphics are excel- 
lent, and the sound is al 
well done. | found the 
interface a little difficult at fir 
| was very confused whe 
into battle for the first time. 
a lot to watch in this game, and 
combat can be extremely difficult, 
since more often than not, close 
combat results in getting your 
metallic tush kicked in. However, 
ranged combat is a different story, 
and the missile weapon on the 


not design flaws. | would have pre- 
ferred for there to have been more 
variety in bot types. | say this with 
full awareness that it could have 
altered the game a great deal. 
Given a preference, | would 
changed the whole power grid 
n't mistake me, | thought it 
ally cool concept. Howev- 
trategic action games like 
uld prefer for the empha- 
on the action. In the midst 
of a pitched battle, it can be truly 
annoying to run out of power sim- 
ple because you strayed too far 
from the net. This is what | would 
have liked to have seen, but | still 
think the game is really well done 
with room for improvement. -Alex 


ter of minutes. This became 


extremely frustrating. | did finally 


learn (for the most part) how to 
work my Ultrabot. One of the fea- 
tures | liked a lot was the thermal 
button for night fighting. It looks 
very real. Another good feature is 
in screen. You can jump 
Ultrabot at any time; either 
while the computer fights 
ttle, or you can hit one but- 
take control of any situa- 
tion! Ultrabots is also an incredibly 
small program. It only takes up 2.5 
megs on the hard drive. For a pro- 
gram this good and graphically 
intense, it is a great achievement — 
and other companies should sit up 
and take note! -Rick 


scorpion robot is deadly. The mis- 
sile view that accompanies the 
launch of this weapon is very cool 
and much appreciated. Ultrabots is 
impressive because of the way it 
looks and moves, and is even 
more impressive because it takes 
a little space on the hard 
s kind of fun to sit back 
h the computer take the 
b your enemies, overseeing 
ole operation as sort of a 
general. Even with this, though, 
there isn’t a lot that’s more fun 
than watching your enemy explode 
thanks to a well-targeted burst 
from your guns. Ultrabots is addic- 
tive and fun, and | can find myself 
getting lost in it. -Steve 
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ai Dark Army encroaches. 


King Richard falls. And Scotia 


beckons you, laughing... 


In her mad quest for power, Scotia has ravaged the 


kingdom. She seeks the throne, yet it eludes her. 


She's getting desperate. She's getting mean. 


Included - Adventure through People - Cooperate with the helpful, 


ancient keeps and living forests. sidestep the treacherous and destroy 
Unearth hidden ruins and the dangerous. 


haunted caves. 


:@ Indulge in a Land of Sensory ® Quick and Easy Combat and 
Delights - Over 20 megabytes of Spell Casting. | 


compressed art and special 
effects. Actually hear the clash of 

steel! Feel the blows of terrors 

who slip beneath your guard! 


INSPIRED FANTASY 
RPG EXPERIENCE FROM 
THE DEVELOPMENT 
TEAM THAT CREATED 
EYE OF THE BEHOLDER™ 


d or related 
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Abandoned Places 
by Black Pearl 


Overall 73% 


Rating: 
Go 
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Sound Support: Sound Blaster, Covox 


Controller: Keyboard, Mouse 


Distributed by: 
Retail Price: 


No. of Players: One player 


In the land of Kalynthia, everyone 
had thought their troubles past. Evil 
had been driven from their borders 
and the people felt safe once more. 
However, to guard against the 
future, a group of heroes were 
turned to stone and hidden ina 
secret place. Now, that dark day has 
come to pass. Once again foul 
beasts endanger the innocent and 
an evil hand stretches forth to claim 
the realm. In response to this dark- 
ness, the heroes have been awak- 
ened and prepare themselves to 
engage the evil which disrupts the 
harmony of Kalynthia. You will direct 
the four heroes as they first escape 
from their prison and then seek out 
the abomination which pollutes the 
land. Explore hazardous dungeons 
in a first person 3-D perspective in 
search of treasure and the keys to 
defeat the enemy. Travel abroad on 
the land to exotic locations while you 
look for hidden catacombs and 
knowledge to aid you. With a party 
of two warriors, a cleric and a wizard 
can you survive the dangers of 
Abandoned Places? 
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A new darkness has entered the land. The 
heroes must be brought back to life. 
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The chosen four must battle their way out 
of their prison and to the surface. 


Travel on foot, on horseback, by boat or 
even through the air. 


‘ 


Temples and towns will heal and supply 
your party as you seek to defeat the evil. 


If you should fail in your quest, all hope for 
the land will die with you. 


Abandoned Places reminds me of 
a weaker version of the Eye of the 
Beholder games. The graphics are 
not as good as | have come to 
expect from games of this type, 
but they are not terrible either. The 
major probkerimwwith pmema is, in the 
dungeons it.can oftem Be difficult 
to make of SOme offthe features 
(like side Malays) uni@Ss you turn 
toward it. Wainer like the empha- 
sis which is placed on eating and 
sleeping. | felt that this slowed the 
game down a lot without adding 
anything positive. For the most 
part, the rest of the game is rela- 
tively good. | think if it had come 
out a couple of years ago, | would 
have been impressed. -Alex 


Abandoned Places is a typical 
role-playing game. There needs to 
be some improvements that | 
noticed right off the bat. The first 
one is re-doing the controlling sys- 
tem. | should not have to press the 
mouse buttonmiour ofsfive times to 
access One Of My eharacters! Sec- 
ond, there/n@edS to Desa better 
way to aceess the sound in the 
game; | kept forgetting to activate 
it. The graphics are pretty well 
done, and the story is good, but 
the game just does not grip me. It 
was hard for me to over look those 
items that | had mentioned. There 
is one more problem | had; that is 
eating. It seems that's all you do 
for a while is eat, eat, eat! -Rick 


This game has a few things going 
for it that will help it out. First of all, 
the story of the game is pretty 
interesting. It's one of those tales 
that you want to find out how it 
ends. Second, the game looks 
pretty good Onesthe.down side, the 
control ofthe game iS“Kind of con- 
fusing. Angthér major problem is 
that the pafly of Warrers seems to 
need to SiI@Ep altima Couple of 
dozen moves. If ttese-are hardy 
warriors, I’d hate to see the people 
who are out of shape! | also don't 
like the idea of starting out 
weaponless, especially when there 
are lots of enemies around. This 
one is worth taking a look at, if 
only for the story. -Steve 


100% OF YOUR DAILY 


MULTIMEDIA REQUIREMENT. 


All new excitement! 

Introducing the world’s best 16-bit multimedia PC 
upgrade kit—the Pro 16 Multimedia System™ from Media 
Vision. All new with an improved CD 
software bundle. It’s everything you need ys 
to get started in multimedia—at a price 
that won’t finish off your budget. 


Pro 16 bundles the best—for 
thousands less. 

Like the Pro AudioSpectrum™ 16, 
the best-selling 16-bit sound card. A. 
super fast internal NEC CD-ROM drive." 
And hot CD titles like, Compton’s Interactive 
Encyclopedia and The Mayo Clinic Family Health Book. 
Where in the World is Carmen Sandiego?>—Deluxe. 
Civilization and Mantis from MicroProse. And Action! 2.5 
with digital video for dazzling presentations. 

‘Valk about value—if you were to buy the software sep- 


arately, it could cost you two times more than the entire kit. 


FINALIST 


ieee} §=COMPUTE 
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AWARDS 


Best Peripheral 1992 
Pro AudioSpectrum 16 


COMPATIBLE. 


Experience the top-selling 16-bit sound card. 


Only Pro AudioSpectrum 16—with its 16-bit record- 

ing and playback at 44kHz—delivers the top quality digital 
sound you expect from the best CD system. What’s 

more, Pro AudioSpectrum 16 provides the 
most advanced 20 voice FM synthesizer, an 
on-board SCSI interface, microphone and is 
fully compatible with Microsoft Windows 
3.1—as well as AdLib and Sound Blaster. 

And, the double speed SCSI 
NEC CD-ROM drive delivers twice 
the throughput (300kB/sec) and has 
three times faster access (280ms) than other CD- 
ROM drives—greatly exceeding MPC specifications. 

Here’s what PC Magazine says,“Those who want the 
best sound possible out of their multimedia PC upgrade 
kits should remember this name: Media Vision.” 

So see your dealer now and get the new Pro 16 
Multimedia System from Media Vision. 


Reames MEN YAAYA VISION 


Media Vision, 3185 Laurelview Court, Fremont, CA 94538. 1-800-845-5870 510-770- 8600, FAX: 510-770-9592. 
©1993, Media Vision, Inc. Media Vision and Pro AudioSpectrum are trademarks of Media Vision, Inc. All other trademarks are the property of their respective companies. 


Tony LaRussa Baseball 2 
by SSI 


18% 


Overall 
Rating: 


75 76 


EJ 
oO 


CGR Game Ratings 


Manual 
Sound 


Originality GOR ESS 


Playability 
Intelligence 
Graphics 


GAME SPECS: 
Requirements: 386 or better, VGA 


Ad Lib, Roland, 
Sound Blaster, Pro Audio 
Controller: Keyboard, mouse, joystick 


Designed by: Don Daglow, Tony LaRussa 


No. of Players: One or two players 


Sound Support: 


The boys of summer are back, and 
they’re better than ever in this new 
baseball simulator from SSI. It 
seems that anything in baseball that 
Tony LaRussa touches is bound for 
success, and this game is no excep- 
tion. Created with the great coach's 
help and incredible knowledge, Tony 
LaRussa Baseball Il recreates the 
action on the diamond with more 
strategy and great game play than 
ever seen before on a computer! 
Man your team, with or without 
Tony’s advice, from nearly 2,000 
legendary players and 54 classic 
teams. You can display and print out 
leaders in a whopping 134 statistical 
categories that are tabulated 
throughout the entire season for 
each and every player. The stadium 
views are beautifully rendered, and 
you should recognize the famous 
parks. An instant replay feature is 
also available to view those incredi- 
ble hits and throws. Amazing voice 
synthesis by a real sportscaster 
adds to the spectacle. The team ros- 
ter even expands to 40 players after 
September 1st, just like in the pros! 
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It’s opening day, and the players and fans 
are ready for some intense baseball action. 


RBRIGHT CENTER «= 332 AVG. TEMPERATURE 
RIGHT FIELD LINE 252 § ALTITUDE 
ee ACROSS THE STREET FROM NEL 

COMISKEY PARK. 


71 DEGREES | < {> 
535 FEET] < 


Many great stadiums are included in the 
game, with background info on each one. 


« 


You can play with classic lineups from many 
famous teams in baseball’s glorious history. 


The instant replay is displayed on the big 
screen in center field. 


Tony LaRussa plays much like you 
would expect any baseball game 
to play, with a few flaws. Pitching 
and batting is not difficult, but field- 
ing can be another matter alto- 
gether. When the ball is hit past 
the infighduetine gommputer first 
allows you ta mOoventhe) infielder 
and then switehes teihe outfielder 
which can @f€n preveAtyou from 
reaching Ane bali time. Even 
when | could get to the ball, | had 
some difficulty throwing it to the 
correct base. Graphically, this may 
well be the most attractive base- 
ball game I’ve seen and the voice 
runs pretty smoothly. Unfortunate- 
ly, the problems with the mechan- 
ics makes ithardto enjoy. -Alex 


| enjoy a good baseball game, but 
some many of them are not done 
well. Tony LaRussa is an excep- 
tion. There is however one prob- 
lem with it. The problem is throw- 
ing the ball. More often than not, | 
would be mani, ingomel direction, 
and wanting, to throw the ball in 
another; Wa@h you finally learn 
how to dothis the game becomes 
more fun.\}heligraphies and sound 
are great, but | strongly recom- 
mend a 486 computer to run this 
game. It does not run well on a 
386 unless you turn the voice off. 
To me, the voice is half the fun. 
The giant replay is the best | have 
seen in any sports game. All in all, 
Tony LaRussa hits a homer! -Rick 


The first Tony LaRussa Baseball 
had some interesting features, but 
overall, | wasn’t impressed with it. 
Tony 2 offers some new improve- 
ments on the original, but I’m still 
not sold on the product. The voice 
iS dECeOtgnalthouGh otimgets annoy- 
ing after awhile. The-erapnics are 
greatly WmproVved, as is thé Sound, 
in gengrayt als@tike thé replay 
feature, Oneihe downside, it can be 
difficult Teeontrol the™players. A 
line drive to the outfield that fell 
between my players caused my 
control to switch from player to 
player for no apparent reason. It's 
playable, though, and with prac- 
tise, its beatable; a feature many 
baseball games lack. -Steve 


People are talking about PC 
sound cards. And Pro Audio- 
Spectrum™ 16 is the one they’re talk- 
ing about. It’s the top-selling 16-bit 


PC sound card, for a lot of good reasons: 


¢ The Industry Choice — You'll be in 
great company. Pro AudioSpectrum 16 
is selected by more original equipment 
manufacturers, such as Sony, 

® NEC, Philips, Compaq and 

= IBM, than anyone else. And the 

critics love it, too. 

° 16-bit, 44.1kHz, Audio CD- 

“= (Quality Sound — The industry 

aed in high-fidelity digital audio. 

Pioneered by Media Vision for your PC. 


“It’s the best all-around sound board 
you can add to your system, and it 
oon creates a standard to which both 
software and rival boards will aspire.” 
Most Valuable Peripheral Award, 
PC/Computing , Dec. ’92 


“This is the best PC sound board...” 
‘T. Yager, Byte, Dec. 92 


“’..one of the best all-around, affordable 
multimedia sound boards.” 


T. Carlton, PC Games, Mar. 93 


Me “For my money, the PAS16 
is the best deal going.” 
R. Lauriston, 


PC World, Nov. ’92 
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Fluguist 


SOUND. 


VICE. 


Multimedia PC. WINDOWS. 


¢ SCSI — Compatible with more indus- 
try standard CD-ROM drives than any 
other card. 


¢ Stereo Music Synthesizer — Built with 
the industry 
standard Yamaha 
stereo synthesizer 
with 20 voices. 


© 100% Compatibility — “= 
Sound Blaster™, Adlib™ Windones 
Sol gL a « We could go on, but you 
get the picture. 


¢ It’s a Great Value — You get all this and 
more for a price that makes all other 
sound cards a blast from the past. 


“The PAS 16 is currently the best ConmPUTE 
deal available in a 16-bit card.” WARDS 
D. English, Compute, Jan. 93 Pre auctaspecrum 16 


“...Media Vision has done well with its 
Pro AudioSpectrum line, which is 
compatible with Sound Blaster, but I 
think is even better.” 

W. S. Mossberg, 

Wall Street Fournal, Oct. ’92 


“Those looking to add high- 


fidelity sound to their multi- 
media presentations should be 
pleased with this board’s 
capabilities.” 

J. Quain, PC Magazine, 


Sept, 92 


IAA VISION 


© 1993 Media Vision, 3185 Laurelview Court, Fremont, CA. 94538 1-800-845-5870. 
Pro AudioSpectrum 16 is a trademark of Media Vision, Inc. Any other trademarks and registered trademarks are owned by their respective holders. 


Beat The House 
by Spirit of Discovery 


Overall B5% 


Rating: 
mb 
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Playability 
Manual 


GAME SPECS: 
Requirements: 286 or better, 640k RAM, 
VGA, Hard drive 
Ad Lib, Sound Blaster, PC 
Speaker 


Sound Support: 


Prepare yourself for a real casino 
gaming experience! Featuring vividly 
detailed graphics and superior 
sound, Beat the House will make 
you feel like you are part of the 
action. Not only will you experience 
the thrill of casino gaming, but you 
will also learn the skills and tech- 
niques of the professional gambler. 
It does not matter if you are a begin- 
ner or an expert. Even if you can't 
understand the rules to games like 
Bingo, Beat the House, with its pop- 
up tutor and 160 page study guide 
will have you playing and under- 
standing the rules, terminology and 
rituals of five of the most popular 
casino games. Never again leave it 
up to the chance whether to hit or 
stand in blackjack! Know what to bet 
and how to bet in roulette and craps! 
There are 5 different games, includ- 
ing both three-wheel and four-wheel 
progressive slots, blackjack, four dif- 
ferent kinds of video poker, roulette 
and craps. If you don’t want to fly off 
to Las Vegas or Atlantic City, Beat 
the House is the casino you've been 
waiting for. 
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Play the slots! Win some big money. There 
are several different machines to play. 
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At any time throughout the game, help is as 
close as the click of the mouse. 


You bet some big money and have come up 
with a 15. Do you hit or stand? 


<=" 


Walk around the casino and choose the 
table of your choice, just like in Vegas! 


Me 
Ditties 


ee: Oe 


The main floor has all of the action. It’s up 
to you to choose which game to play! 


| have seen a number of gambling 
simulation games since | started 
reviewing games for CGR and 
Beat the House is one of the more 
attractive looking ones. There are 
a number of games available and 
multiple waltiaitions jofeeach. There 
is on-liné help and advice to help 
you to leaf good gambling strate- 
gy. Mor@ importantly fora game of 
this type, youlcan play with friends. 
Competition can often keep you 
interested in a game that may oth- 
erwise become a bit dull after a 
while. | would like to be able to 
point out the bad points in order to 
sound objective. The fact is, other 
than it moving a little slowly, there 
are no major flaws. -Alex 


Beat the House is one of the better 
casino game out on the market. It 
combines great graphics and 
some very detailed sound to make 
each game as realistic as possible! 
lf you choose to play the Slot or 
Video PoK@PifOr, exaniple, you are 
not limi#té@d to just ONE machine, 
you can pick from/a@ whole bunch. 
There if Something tor 6veryone. 
There is One thing in the game that 
| thought could have been better; 
putting your money into the 
machines takes to long, it could 
have been sped up, but this does 
not detract from the overall game 
play. If you like to gamble and 
can’t get to Vegas, then | urge you 
to get this game! -Rick 


As far as casino simulations go, 
Beat the House is definitely a top 
echelon game. The games are 
easy to play and the tutor is very 
helpful in many of the situations. 
The game also has a good casino 
look-and=fe@ebeWhiGhereally helps 
draw you Into the! various game 
simulations. Both thewslot ma- 
chines afd video pokeF Machines 
have thé problenwoet taking too 
long to put™your money into them, 
especially if you play with the max- 
imum coins. On the whole, though, 
Beat the House is highly entertain- 
ing. Of all of the games, blackjack 
is probably the best and it’s where 
| found myself most of the time in 
this casino. -Steve 


Mission Hricfing. 
Enyo System, 06:08 hours, 2654.10. 


Nothing else will have 
prepared you for the look 
and feel of Wing Commander 


on your Super NES. 
Here's why! 


Wing Commander has 
incredible 3-D action, full- 
screen explosions, 33 super 
stereo soundtracks and CD 
game quality. But it plays 
on your Super Nintendo. 


WING COMMANDER is a registered trademark of ORIGIN Systems, 
Inc.©1990 - 1992 ORIGIN Systems Inc. © 1992 MINDSCAPE Inc 
All Rights Reserved. Licensed by MINDSCAPE, Inc., A Software 
Toolworks Company. MINDSCAPE and its logo are registered 
trademarks of MINDSCAPE Inc. Super Nintendo Entertainment 
System is a registered Trademark of NINTENDO OF AMERICA, Inc 


Wing Commander is the 
most extremely cool, 3-D 
Space Combat Simulator 
with more than 40 separate 
deep space missions that 
progress to near suicide 
dogfighting with the tiger-like 
Kilrathi. It's like an action- 
adventure movie - and you're 


the star! 


Fe SOFTWARE 
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COMPANY 
MEN DS CAPE 


-— See 2 . 
Filled with pride, you meet the applause of 
your fellows. 


Are you up for the challenge? 
This award-winning megahit is 
now available for the Super 
NES. Kick some Kilrathi butt 


with Wing Commander. 
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The 3-D Space Combat Simulator 


Casino Video Poker 
by Wilson Software 


Overall 
Rating: 
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CGR Game Ratings 


Originality 
Playability 
Intelligence 
Graphics 


GAME SPECS: 
Requirements: IBM PC, XT or higher 


Casino Video Poker is a new 
release from Wilson Software. This 
is quite possibly the most realistic 
poker game on the market. Casino 
Video Poker is fun to play, challeng- 
ing and it has good graphics. There 
are also 32 different payoff scales 
built into the game. Casino Video 
Poker is more than just a game, it is 
a learning tool. For every hand dealt, 
the correct play is exactly calculated 
and can be viewed instantly. As the 
game is played, tactical errors are 
tracked in detail. The replay mode 
tells the total cost of those errors, 
and then allows a replay of each 
hand played in error; progressive 
jackpot amounts are reset and the 
cards held in error are highlighted. 
The game is extremely easy to play, 
yet it offers a serious challenge. 
Unlike slot machines, the player has 
decisions to make and these choic- 
es can affect the outcome. This pro- 
gram gives gamers and gamblers a 
whole new outlook at video poker 
machines, and if you learn when you 
play, you may just come back from 
Vegas a winner! 


42 COMPUTER GAME REVIEW 


=534 
S- 


fy Senet 


suESser 


eo Leis = 35 Hachine ———-_IACEDUT = $1 O00: 


Pick which cards you want to hold, or let 
the computer do it for you. 


By the simple press of a key, you can get 
the best odds on your current play. 
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For those of you who are just waiting to win 
big at the table, here’s how it looks! 


STRATEGY ERRORS 


You played 22 hands and uon 4205 coins. 
13 hands were played perfectly. 
9 hands had strategy errors. 
Cost of strategy errors = 5 coins. 


BACK 


To get the most out of your game, go to the 
strategy error section and see how you did. 


BETTING 
12 Ma 


= bet tf -coin-. Ea = bet 5 coins. 


DEALING 
DEAL @ desk the cada. (ase hee, deals Butomatically> 
HOLDING CARDS 
= hold a card. = cancel holdi: 
PAYOFF S,/DRAUING 


‘} = holds the cards TOR) 
uhich pay best. 


_ shous the to 
4 uays to ho 


DRAW = drau cards. 


shous pay rate for 

cards being held. 
OTHER 

er aritiucstaes cledres 

STACK ~ of your choice. 


EXIT = leave the ga 


On-line help is always available in this 
game. Can you beat the odds? 


The very idea of a video poker 
computer game is likely to appeal 
to a rather limited market. | am not 
one of those who would get really 
excited about this type of game. 
That aside, this is one of the better 


game will be able to appreciate the 
function which tells you the best 
payoff percentage. The option that 
allows you to replay your past mis- 
takes is even better. | prefer other 
types of games, but if the gambling 
bug bites you, try this one before 
taking on the real thing. -Alex 


As you know, | am not a real big 
fan of this type of game, but this 
one | really got into. This is not just 
a game, but a real poker tutor. 
When | do get some extra time at 
the CES to gamble, | can use all 


the help t! you play 
this ga r will keep 
track of Ss been 


played at you 
did wro hy! F xample, 
| played forty hands and had six 
wrong hands. | went back and 
replayed the six hands, and in two 
of them, | made a decent profit. 
Like | said, this is more than a 
game. The lack of incredible 
sounds and graphics did not 
detract from the game. -Rick 


Video poker isn’t the most exciting 
game in town, and I’ve seen many 
simulations that are much more 
visually interesting than this one. 
However, this game has a few fea- 
tures that are great. One thing | 
really en| 
back an 
helps in le 
machines 
game a | 
which s 
play, but the four best plays with 
each hand. A little more flash, and 
this title would be a real winner. As 
it is, it still manages to entertain 
and becomes pretty addictive. This 
game provides a good way to pass 
the time. -Steve 


In the Old West, you couldn't tell the bad guys from 
the good guys by how ugly they were (you had to rely 
on the color of their hats). But in Freddy Pharkas, 
Frontier Pharmadst, even a scrawny, sissified, one-eared 
Pharmacist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a 
yarn of schoolmarms and chorus girls with hearts 
o’gold, cowboys and Indians, and varmints and 
heroes. It’s the brand-new, age-old tale of Freddy 
Pharkas, a gunslinger who gave it all up for his 
love of pharmacology. Together with his faithful 
Indian companion, Srini Bagdnish, Freddy sets out 
to save bucolic, boring Coarsegold from a fate 


| 


 bubsbekiz 


o— 


Frontier = 
hanmacist 
Bie 
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worse than Hollywood adaptation. 

So don’t just groan at all those old horse-opera 
clichés. Be one. Strap on your spurs for a saga that 
skewers every Western under the sun. Mosey on down 
to your software store and ask for Freddy Pharkas, 
Frontier Pharmaast, 

And smile when you say that. 
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See your local retailer or call 1-800-326-6654. 
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Jump Jet 


by MicroProse 


Overall 


| 
4 


CGR Game Ratings 
ae oe 
| | 


Manual 


Originality ee 


Playability 
Intelligence 


GAME SPECS: 


Requirements: IBM 286, 16MHz or better, 1MB 
RAM, VGA, Hard Disk 

Ad Lib, Roland, 

Sound Blaster 

Keyboard, Mouse, Joystick 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Designed by: Mike Brunton 


Rising from a small grove close to 
enemy lines, you hover above the 
trees, poised for battle. In a few 
short moments, you will be tearing 
through perilous battle theaters in 
fierce low level combat; combat that 
will have you baffling opponents with 
sudden mid-air stops, performing 
breathtaking maneuvers. You'll also 
be providing close-air support to 
your troops along the front lines. It is 
the beginning of a whole new level 
of excitement aboard the Harrier 
Jump Jet, one of the world’s top 
combat-tested warplanes and the 
most unique flight simulator you will 
ever pilot. Throughout dazzling, 
state-of-the-art graphics, you will 
experience fast-paced game play in 
multiple close-air Support sorties. 
You will take full control of unusual 
flight capabilities like ski jump take- 
offs, hovering like a helicopter, and 
flying backwards! There are three 
different Harriers to fly, as well as 
forward-looking infrared goggles for 
tricky night missions. There are new 
targets and missions generated as 
you fly! 
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The main menu offers many choices for new 
missions or dogfights. 


oe 


That was close! You have just avoided a 
missile. Quick reflexes are essential. 


A new mission is about to begin, so you 
scramble to your Harrier Jump Jet! 


Lock-on and fire! It’s a direct hit! Splash 
one bogie! 


A major malfunction sends the Harrier tum- 
bling out of control! There was no bail-out! 


Maybe it is just my own flying abili- 
ty, but | found myself having a 
great deal of difficulty maneuvering 
the Harrier. Perhaps this is in 
keeping with realism, but if | can- 
not even turn the plane enough to 
get thesenemy plamesmmithin my 
sights, # G0eS not make fora very 
enjoyable game. The grdphics are 
very ni¢e@ and the Teel is Consistent 
with thé fight Sims WicroProse has 
done in the past. However, it is 
getting so that in order for a flight 
game to really stand out in my 
mind, it has to be exceptionally 
good or really different. Jump Jet 
is just about everything you can 
expect, but it’s not either of these 
things. -Alex 


Jump Jet is everything | had hoped 
for. When B-17 came out, | won- 
dered if anything would top it; then 
came F-15 Ill. Now Jump Jet is 
here! You seem to have all of the 
controls (if you don't, it sure feels 
like it) of An@i¥eal plamembbe graph- 
ics are great and the sound is fan- 
tastic; (Came closé to the best 
engine sound [have heard. When 
you see yourself land Vertically for 
the first time, you'll want to have 
an audience watching. The control 
of the plane is very good and quite 
accurate. The campaigns are 
believable, and the enemies are 
smart! This will be on my top ten 
list for the year, guaranteed! Great 
game! -Rick 


Jump Jet is a pretty good sim of 
the Harrier jets. The game inter- 
face is very easy to use and intu- 
itive, something it has in common 
with most MicroProse flight sims. 
The campaigns are also well struc- 
tured. Howewer, | found the real 
fun of thé game to bE in the dog- 
fight moa@@ where you are already 
up in thé airand taking Ongshordes 
of enemy planes “nad the most 
fun doing"this® The problem is that 
the Jump Jet’s control is blocky. 
Frankly, | thought the plane turned 
like a brick. This may be accurate, 
but it makes for frustrating game 
play. Watching enemies go down 
in flames is worth the price of. 
admission, though. -Steve 
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Choose any Two Sierra Games 
when you switch to Sprint 


Sprint long-distance service just 
became more valuable - up to $159.95 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
And after enjoying six months of high- 
quality long-distance, you'll receive a 
second Sierra game or one month of 
free long-distance service.* 

Only Sprint can offer you a 
nationwide 100% digital, fiber optic 
network that provides the long-distance 
quality and reliability you need. 
Experience for yourself Sprint's “fiber 
optic” clarity that makes both your 
long-distance calls and PC data 
transmissions crystal clear and error free. 

But unsurpassed call and data clarity 
is just.one of the many benefits you will 
enjoy as a Sprint customer... » 


“The Most” A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called “The 
Most” available now for all customers. 
The Most will save Sprint customers 20 
percent on already low rates on their 
calls gach month to whomever they talk 


to the most, including international 
calls—even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide automatic 
20 percent discounts on all calls to 
Sprint's millions of customers, anytime 
and anywhere. | 

When the most frequently called 
number in a given month is a Sprint 
customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 


number.** 


Save on Long Distance When 
You’re away from home too! 

Sprint's FONCARD™ travel card lets 
you continue to take advantage of 
clear calling and savings even when 
you're away from home. Plus the 
FONCARD is free, with cards available 
to every member of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
directory assistance, customer service, 


even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


= 
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Sprint. 


* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for FONCARD - only orders. Certain restrictions 
apply. Free month is up to $25 usage on 4th month invoice. 
To qualify for a second game or free month of long- 
distance the customer must bill $20 per month in 3 of the 
first 6 months. 

** THE MOST discounts apply to intra-state calls only where 
authorized. 


Ruckus Roulette 
by Villa Crespo 


GAME SPECS: 
ee ad 
[No.of Payers: Ore layer 


Pee aN 


Are you tired off throwing money 
away on the luck of the wheel? Now 
you can enjoy the thrill of roulette at 
home without losing a dime (except 
the cost of the game, of course). 
Ruckus Roulette not only has all of 
the options and odds of the game, 


ET amount nost: § 
Pt RESULTS 


but it also adds a bit of atmosphere 
with a cast of interesting players. It 
also includes a feature to allow you 
to simulate the results of various 
bets over a number of spins. 


| An entertaining roulette game for 
fans, with som@ nie@ features and 
_ interesting opponents. -Alex 


This is quite simply.a basic roulette 
/game for the gompwter. There is 
nothing new a@deGk -Rick 


This roulettesgame is excellent, 
-and the spin simulator makes it a 
| true gem. -Steve 
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by Villa Crespo 


Requirements: 512K 
Sound Support: Ad Lib, Sound Blaster 


[No.of Payers: One Payer 
Fsfelatel: eccce 


Progranned by Tilestrated by 
Terry Hastings Andree Hastings 


Harn 


“MRNA pan EN ST 


Put y 


SO 


our bluffing tale 


nts and luck 


up against some of the most unusu- 
al characters to gather at one table. 
You can choose from 5 or 7 Card 
Stud, Hi Chicago or Hold ‘Em. Pick 
from eight opponents, each with 


compete against. Develop your own 
strategy of calling, raising and fold- 
ing and use it and a little bit of luck 
to make some money. Do not be 
afraid to raise a little ruckus! 


'One of the beitergoker games } 
have seen. FM@ different charac- | 
Bsc oat Si Le: calc a 


There is not gaough in this game. 
to keep me cOminig@Back for more. | 
The charactersewere’good. -Rick | 


This is a degentepoker game, 
although | wold "faye liked more 
ame variatioms. * _ -Steve 


ONY AS AR SANTANA 


Canyon Gapers 
by Villa Crespo 


Requirements: 


Sound Support: Ad Lib, Sound Blaster 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 


Keyboard, Joystick 
PC and compatibles 
Micro Value 

Villa Crespo 

$12.95 


The mine is full of jewels and gold 
to tempt the intrepid treasure hunter, 
but there are obstacles, too. You will 
have to avoid getting hit by spiked 
balls, deadly snakes and other dan- 
gerous things as you hop from plat- 
form to platform collecting the gooa- 
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ies. On some levels, you can also 
find hearts which will restore some 
of your life. Run and jump your way 
through different landscapes and 
bonus levels in your search for loot. 


This is not asgame which will 
enthrall adultSmabGteyounger kids 
might enjoy it. -Alex 


The graphics age good, but that is 
about it. | actteabhy totind it annoy- 
ing, for the mostep ates -Rick 


This one renakodseme of Cap- 
stone’s Trolls) @uté action, but not 
much to thrill nve® -Steve 
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ACES OVER EUROPE CONTINUES THE GUT-WRENCHING, AIRBORNE EXCITEMENT | 

of Dynamix’s Aces of the Pacific, Computer Game Review's Simulation of the Year. The latest 

Great War Planes masterpiece transports. you halfway around the world to relive the heroism of 

WW2 European air combat. _ nn 

ee ee ee he ee 
te mine, __ Strap OD ademaiid. oe iss ground support missions. i 
he Strafe an enemy radar installation, then pull up and escape | | 

through a flak-filled sky. Destroy bridges and V-1 rocket sites | . 

in the Lightnings and Thunderbolts of the 9th Air Force. 

Painstaking historical accuracy and cutting-edge 3Space [ 

technology make Aces Over Europe the pinnacle of WW2 | 


flight simulation. 


%& Fly for Great Britain, Germany or the U.S. and battle 
famous aces like Adolf Galland, Wally McLeod, and 
Johnny Johnson. 

¥%& Pilot 25 classic warbirds including the P-51D Mustang, 
the Focke-Wulf 190D, and the Messerschmitt 262. 

%& Unmatched graphic detail includes squadron markings, 
instrument-perfect cockpits, and historically authentic 
camouflage. 

Launch ground attacks on targets such as the German 


Panzer IV, and the Duck amphibious truck. 
_ masta me Dg SIMULATION YR PART a THE SIERRA So 
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sontiesnseemtastnateeaetbeseipeteneametctanententastetactarsintaes 


Viste YOUR LOCAL SOFTWARE RETAILER OR CALL (800) 326. 66545 TO ORDER. 


There isa trivia game dea, 
which can be played with o bg to four 


ie buff oe te est. For 


—_ tae Expand your movie oe edge a 
ee be alts me | enjoyment with Flicks!, the fi 


review library. 


flew: When did Tox Milangh) in Aivogt the Fantasy file “hate With wan 


, or find every movie directed by 
Mal cu. feel STE ee , Spielberg. You can save and load 
~-enineeanentme atone“ ~ specialized lists of your choice for 


Ente trea var | later reference. < | 

mite. eee. The editor function lets you [es 

oh na “= change any data or reviews you dis- 

Hehe. i agree with. Add your favorite movies Add Hard 
mab ari ten a, | and TV shows to make the program Drive Space: 

aa tor or a even more a Periodically,  [-U7eHWaiGTy 


Requires: 


ments. 
With thi 
offers you a chance ts see jus ae 
dangerous even a bee Ameri 
can Navy can be to the German 
forces of the Atlantic 


O71 TAN ue 
12:00:00 4 


| ust Would the might of the 
German cruisers and battleships 
a made a difference had they engaged 


s That He question that the new 
expansion disk, America in the 


the American or German naval sur- 


face units, you will engage in fierce 
ship-to-ship combat in ten scenarios 
ee This 


Uainrale carriers, cruisers and nt 
eae to the complement of _ se Pricih 
alee) in Great Naval Battles. rive space: 


Requires: 
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He’s a legend that's 

sweeping the galaxy... 

Roger Wilco, the universe's favorite janitor, has taken the helm of his own 
starship. And that’s the good news! Join Roger and an intergalactic 
gaggle of misfit shipmates in the most hilarious adventure on this 
(or any other) planet. Find out why Game Players magazine calls the 
Space Quest series “a prime example of why Sierra is at the top of 
the computer gaming world.” 


ding up Flight 
each time, finding 
1ore and more megabytes 
el You don’t want to buy a 
eparate hard drive just for Flight 
lator 4, do you? | 


fell, Pilot's PowerTools, from 
Mallard, can help. With these tools, 
u will be able to zip the files you 


o not use very much. There are 


PC Karaoke 
__ by Sirius Publishing INC. 


_ What is Karaoke? Karaoke is one 
of the latest crazes that is sweeping 
the nation. Basically, you take on the 
role of a professional singer. You will 


Some of the songs included are: Oh, 
Pretty Woman, Unforgettable, 
You’ve Lost That Loving Feeling, 
Twist and Shout, and eight more. 

_ What if you want more songs? 


able for about the price of a regular 
CD ($15.99). A complete list comes 
_ with the product, and a minimum of 
- ten songs are included on add-on 
OOS 
Now you’re asking ,”How do | 
record my songs?” PC Karaoke 
comes with a professional micro- 
phone with a long cord. It has all the 
adapters necessary to hook up to 
- your Sound Blaster or Sound Blaster 
__ Pro card. | a 
The requirements are plenty, but it 
_ is worth it when you hear the results. 
You will need a 386sx or better, 


yrobably a dozen or so modes that 
u don’t use too often, and you 
might be afraid to erase the files, _ 
yecause you may want to use them © 

at a later date. Now, you can orga- — 


be the lead singer in one of several 
songs that come with this package. — 


You're in luck! There are dozens. 
‘yes, dozens!) of more CD’s avail- | 


2MB of memory, a 40MB hard drive 
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nize all of your files quickly and easi- 
ly. You can even set up certain envi- 
ronments with the easy click of a 
mouse. Zip the scenery disks you 

_ don’t use that often, and unzip them 
~ when you want to! The sky’s the limit 


with these new tools! 


Flight Adventure 685 & 701 
by Mallard 


Mallard has come through again 
with two more flight adventures that 


-make your flight simulator exciting. 
The flight adventures are 685 and 
701. Each of them has their own 
unique qualities complete with real 
air traffic control. Hear call backs 


from your flight, along with a variety 


of other flights. You will have to 


remember your call numbers, or you 


- may be on the wrong course and 


(you can run the program without 
the 40 meg hard drive, but for best 
results, use one), Microsoft Win- 
dows 3.1 or later, and a Sound 
Blaster, or equivalent. 

There is also full motion video in 
this package. Short video segments 
will randomly appear throughout the 
course of the program. The purpose 


is to entertain and educate. Yes, 
there is even a trivia game included 
with the package. 


One important note: all the music 
is recorded as CD-Redbook (CD- 


audio) and offers the same high 
quality sound as a home compact 
_ disk player. PC Karaoke’s orchestra- 


tions are not sound files being 
played by the sound card! This is 
beneficial in that the user’s sound 
card does not determine the quality 
of the music-it acts only as an 
amplified audio source. PC Karaoke 
is a great program that will be an 
automatic hit at any party. 


TECH SPECS 


Developer: 


Sirius Publishing, Inc. 


PC and compatibles 
Add'l Hard ) 


3.5 (REQ) 40 (REC 
Drive Space: 


Retail Price: $129.9 


See above 


Requires 


- 5000 feet and having your engine 
cut out for good! If this happens, you 
will be instructed where the nearest —_©T 


but there are also brand new emer- 


gencies that can occur, like being at 


available airport is, and with a little 


luck and some skillful piloting, you _ 


may be able to land on the runway 


and be congratulated. Or, the sce- | ) 


nario may be a true ILS approach. 
Every time you play, it’s different 
and newly challenging. | 


TECH SPECS | 
Mallard 
Formats: 
Drive Space: | 
| 


What’s this? The month of May 
has shown a certain lack of new for- 
mats leaving me with only one prod- 
uct with which to fill this little column. 
While | could blather incoherently to 
take up some of the space, instead 
let’s get right to covering the single 
item that we do have. 

Access Software is continuing to 
support their Links and Links 386 
golf games with new courses and 
upgrades. Now, the Pinehurst 
Resort and Country Club, which 
came with the original program, has 
been upgraded with Super VGA 
graphics. The second and most 
famous out of the seven Pinehurst 
courses can now be played with 
even better picture quality. With lush 
grass and impressive, tree-lined fair- 
ways the holes redefine the term 
“Green.” This course disk takes up 
less than 3 megs on your hard drive 
and can be yours for $29.95 at any 
software outlet. It is also compatible 
with Microsoft Golf for Windows. 

That’s it for now. Be sure to look 
for the Additional Alterations section 
for new formats for old games in 
future months. 


che the 


de cinematic inten- 
sity of Betrayal 

* at Krondor, a 
revolutionary fantasy 
role-playing game based 
on the New York Times 
Riftwar 
books by 
Feist. 
Krondor 


best-selling 
Legacy 
Raymond E. 
Betrayal at 
launches all-new legends 
of Midkemia, a breath- 
taking mystical land. 
Elegant story-telling and 
revolutionary 3Space 
visuals immerse you in 
the most realistic, detailed 
fantasy ever created. 


LEGENDS 


FANTASY 


LITERATURE 


PRAISE A LEGENDARY NEW GAME 


3 


“A rousing and engaging 
well- 
honed edge cuts well— 


game where the 


Betrayal at Krondor.” 


, oa 


+ 


Author of Witchworld 


“The idea of combining 
your game with a book 
seems to me to be 
enriching and I most 
heartily endorse it.” 


“gem, 


DOynarrux 


RRYMOND EEE 


+ 


Author of The King’s Buccaneer 


“I feel great pride and 
satisfaction that this 
beautiful piece of com- 
puter fiction was based 
@pon my work.” 


savage enemy 

combat. Opponents not 
only act but think using 
revolutionary artificial 
intelligence. 
the wonders of 
Midkemia for the first 
2,500 
frames of rotoscoped 


time as over 


animation, exquisite 


back- 


grounds and Dynamix’s 


hand-painted 
3Space technology 
combine to create a 
“virtual” fantasy. 

more than sixty 
that 
superhuman 


unusual spells 
unleash 


magical powers. 


Visit your local software retailer or call (800) 326-6654 to order. 


every een | learrile 
naga children. Th 


kids - drive the train around the ZOO. 


si ote decisions: like turning eft or 


ge? science, serainicg arts, pers s ud r 
tight. vey also control the speed of 


jes, motor skills, and compu 


eemvoaniprarshanpettle = 2h BR, ys aheronpenguonnrmannentiannben it tis teri cdl eaee SAL os Sateen dAagdligl 


readiness. In the Cuckoo Zoo areas, ___ the train. Your child will see a 3-D 
children are introduced to four major — perspective, so it really looks like 
habitats: savannah, rain forest, farm, they are driving the train throughout — 
and a polar region. They’ I meet i the colorful and wildly-animated zoo. 
wild and domestic animals, ows of | _ When it Is time to disembark the 


pa 
Berane 


AB 


hear a real digitized sound (with a 


ne space. F First, ‘have we 


sound card) or Ping the Panda will 
show them an animal and ask your 
child to find it. 

Then, there are Kooky’s animal 
mix-ups. In this activity, children use 
classifying, comparing, and other 
skills to restore mixed-up animals to 
their normal appearances. There is 
also another game where your chil- 
dren can paint the animals different 
colors (don’t worry, they can’t go out 
of the lines—it comes out perfect 


~ every time!). Cuckoo Zoo will delight 


your child for days. Watch for this 
child support product at your local 


— software store. 


Over Twenty Great Games, Dozens Of Bulletin 


Boards And Clubs, One 2400 Baud Modem, 
And Thousands Of People To Play With... 


BEST DATA 
PRODUCTS, ING 


Head To Head Doetights... 


SS wn 
F Choose Your fotion 


Fly the award winning Red Baron” 


with pilots across the country... labyrinths of Yserbius... 


For the same price as just one, best-selling computer game, you can challenge 
the nation to dozens of outstanding adventures, AND add an important enhance- 
ment to your computer. 

Get a Best Data 2400-Baud internal modem, a start-up kit for The Sierra Network, 
3 FREE hours of on-line, multi-player games, and a $30 FREE on-line game usage 
credit - all in one complete package... at one INCREDIBLY LOW PRICE. 


NH} OneBox! 


For Less Than 950 You Get: 


= 2400 Baud Hayes® 
Compatible Modem 


® Over 7 Meg Of Hot 
Game Software 


= $30 FREE Usage Credit On 
The World’s Premiere 
On-Line Games Network 


PRODUCTS,INC 


Multi-Player ParlorGames.. Only In ImagiNation:” 


ARAAR AA 


weRUSMEY 4 


...In the world’s first CyberSpace 
Theme Park and community! 


...Or get together for a leisurely 
game like Bridge or Chess... 


Why take on a computer when you can face thousands of real-life friends 
and foes from all over the country. Get everything you need to get started in 
the exciting world of on-line multi-player games today. Look for this sensa- 
tionally-priced package at your favorite software dealer, or call: 


1-800-648-7171. 


SPECIAL LIMITED TIME OFFER NUMBER: 267 


The geode is huge. A basketball could Fit 
inside it. It has been cut in half, so you 
can see the thousands of crystals inside. 


‘TECH SPECS 


Electronic Arts 


it 


oe 


+ 


psec 


ve their skills, the =] 
ker. With over 50 exciti 
cases, Eagle Eye Mysteries will 
keep your children enthralled while 
strenghtening their deductive skills. 
There are over 50 progressively 


challenging cases to uncover, so . : 
ee Retail Price: 
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‘TECH SPECS 


- ‘ir 
= Developer: Electronic Arts 


| SaFormats: _ PC / compatibles iam 


* raphlce: VGA, EGA 


Most sound boards 


Available: Now 
Retail Price: | $49.95 
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y Welcome Edison, and 
Welcome Bobby. 


POLS eae tae aes 


* © 


are five levels in this game. 
Level one explores the effects of 
power, friction, and gravity. Level 
two will introduce magnets, creating 
additional challenges. To maneuver 


Sound Blaster or 
compatible 


a aca e 
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ice The Mind-Munching Madness — 
With Two Interactive imps." “ 


ue YOU will want to-snatch eee delightful mix + of 
this one up. Its intelligent adventure and puzzle 


design and cute good looks gaming that will leave 
will hook you right or. A your gray matter posi- 
the start.” ’ tively fried.” “ 
-Game Players Magazine f ~- Video Games and 
Computer 


_ Entertainment 


Teamwork. It sounds 
like a great idea, but 
when you put these 
two whimsical imps 
together the results 

are more hilarious 

than productive. You 
will take control of 
Winkle and Fingus 
who aré on a mission 
to rescue the King’s son 
from the clutches of 
evil. They must work 
together as they take on 
a whole smorgasbord of 
twisted traps, maniacal 
monsters and perplexing puz- 
zles. It won't be easy, and don’t 
let their size fool you. These are 
two imps with a serious attitude. 


FEATURES 


-e Simultaneous 
multi-character 
mouse control. 


| 
iia ° Highly animated 
| characters with 
| hilarious and often 
{ Persie le § 


¢ Humorous ce 
_ effects and lively 
_ background music. 


¢ Seven brain-busting 
episodes each with 
up to five inter- 
connected scenes. 


. aS puzzling a as a Rubik's Cube with a bad 


-The Newark Advocate 


You control two new hilarious imps... eS you unravel brain-bending puzzles... wand face off with rel weird a“ : 


PICKIT UP-AT YOUR LOCAL SOFTWARE DEALER, OR CALL 1-800-326-6654. 


7am- -7pm PsTy cae mp / Outside U. S. Pity 209-683-4468 8am- -5pm 7) Monday- Friday ‘ GOK TEL Tw 


Part of the Sierra Family — 
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Pilbered athlon a andl samt ar te ome, a 
Se tna cies 


Peat. 


ad 


Ina modern world, what happens when empires fall... Inspired by 


a [ | his team have created Ashes of Empire, their biggest game 


ss must ae. your % | 
own diplomatic strategy ' hice hae 
wise deiliec with | i | to date. Hshes is a complex fusion of adventure and 


people. | 
strategy which places demands on all your powers 


of diplomacy and intelligence. As you enter 


the heartland of your one-time great 


ETM 


Flying one of many 
vehicles, you atiack a 


adversary, you must find a strategy to 
ground target. i 


bring order to chaos, while at the same 


E time avoiding the initiation of a nuclear 


2 gratin, 


: \ neogle, mistrustful of your int tentions 


Fach town holds the r 
potential of new allies i 
and resources to 

acquire. 


in this New World Order. 


ee eS ee 
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oe Bats om 
z 4 4 . : We aa - - i 
7 EARTH 


| f © Free instructional videotape 
| f ; v keyboard function averlay 
a4 é i lene Ce : Ce 
ee Ss =“ ao a ae W Over 6,000 unique characters 
PEP, ; — AS ; ‘ 
Be) Ve i Ay, Wir ‘as * eat 
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Nisttibuted hy bametek, Inc. Packaging © 1993 bametek, Inc,, bametek is a trademark of UE, Ine... 
C999 TE W9ist-Street, North Miami Beach, Florida J3180. Ashes of Empire is a trademark of Mirage Technologies 
Multi-Media lid. Licensed by Mirage Technologies Multi Media Lid. © 1999 Midnight Technologies Lid. M1 rights reserved, 


the tumultuous events in Eastern Europe, ttlike Singleton and — 


conic With an ernbittered and desperate 


Se a ee 
eet eee 


a Ww When company y presidents heed 
a Oe ves of hot trends and future 
__ possibilities, one of the names on — 
speed dial is “Arnie Katz.” Writer, 
lecturer, designer, consultant and, _ 
-_ now, editor of Electronic Games, — 
Arnie gives readers of Computer | 
Game Review and CD-ROM Enter- 


-_ tainment an insider’s look at the 


world of electronic gaming. This © 
month, Arnie answers a | frequently : 
asked question.) | 
-__ |t often happens when | make pub- 
lic appearances at game-oriented 
functions, though sometimes it’s a_ 
letter or a phone call. Whatever the 


medium, the message is a variation 


~ on one basic theme: How can | turn 


a my interest in gaming into a career? 


_ | understand the intensity of feel- 


ing behind that question. | asked it, 
~ too, when | was a pre-teener. | can 
~ remember with perfect clarity how 
-much | yearned to be a game 


| : designer and professional writer. 


So, | generally try to help these 
would-be gaming professionals. 
That isn’t always easy. Some folks 


~ have expectations that are a little 


unrealistic. It is possible to begin the 
_ study of computer programming in 


one’s 30s or 40s, but it would take a 
truly exceptional pupil to learn 


- enough, starting at that age, to get a 


_ job as a game programmer. 


Of course, a gaming career /s real- 
istic for many. Increased specializa- 


- tion in software development has 


created many new jobs in computer 
entertainment. Now that each title is 
- produced by a team, rather than one 
jack-of-all-trades, companies need 
more designers, programmers, 
artists, composers, documentation 


writers, quality assurance special- 


ists, and other experts. 
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“The a eaicy i into the technical 
slots is fairly direct. A job applicant — 
needs to put together a sample disk © 
_ that exhibits code crunching ability. 
It doesn’t have to be a complete 
game, just sequences that display - 
mastery of programming techniques. 


Artists and musicians are in the 


same boat as programmers, though 
some companies will review work 
samples done in other media. For 
example, publishers often need © 


artists, even if they are not particu- 


_larly skilled in computer graphics. 


l'd still advise artists and musi- 
cians to submit electronic samples. 
Illustrators can present short animat- 


ed sequences or DPaint files. A 


composer could create sound bites, 

or rescore an existing game. 
Potential game designers must 

pursue their goal more obliquely. 


Companies don’t want to hear one- | 


sentence ideas for forthcoming 


games. Nuisance lawsuits some- 
times result when amateurs submit 
unsolicited concepts to outfits that 
are already working on similar ideas. 

If you program, or have a friend 
who does, then an interactive demo- 
nstration disk is a legitimate strate- 
gy. Software firms are more comfort- 
able about evaluating a working 
game, even if it needs fixing. 

Even if the product development 
manager looks at the sample, you're 
not home free. A lot of companies, 
including high-powered independent 
development houses, submit game 
demos, so yours will have to be 
good to rate more than a quick boot. 

Getting a second chance to 
impress a publisher is less likely 
than the first. Be sure the demo is as 
polished as you and your buddies 
can manage; the first impression 
may be the only impression. 


‘who want to « design entertain T 
_ software is to get involved in gaming 
in some other capacity, do g' 


vat the company who have the 


authority to give you a chance 0 
_ design or produce agus. 


~ lead to design assignments. O Other 


work, and gain the attention of those 


Quality assurance and game oe 
ing are two entry- -level jobs that can 


possible avenues to. designing oe 
include public relations or marketing © . 
assistant, serving as a game coun- > 
selor, performing in-house Product ie 


testing or writing documentation. 


Journalism is another route to a 8 
game design position, but. its: ‘a a. 


‘rocky road that requires some spe- 


alien and a lot of persistence. Ao : 


It’s the way Joyce Weney. | Bill if o 
Kunkel, and | got to write about two- 
dozen video and computer games tt 
since the mid-1980s. Areputationas ss 
a sophisticated and insightful analyst 
may give someone the idea that you —«_—™ 
could create a good game. ee 

Fandom is such a recent phe- 
nomenon that there hasn’t been He 
to see if leading fans will leap ito 
the professional ranks. | think this 
fan-to-pro migration will occur, but —s_—- 
this path doesn’t look a sure thing. 

That's a logical progression. Fenc a 
learn how to write about games in 
their fanzines. Those who acquire 
the skill to do it well enough will find = 
paying markets for their work. 
Whether any or all will make the 
next leap into the game-making end 
of the business is harder to predict. 

Interactive electronic entertain- > 
ment will continue to expand for the 
foreseeable future, so career © 
prospects are encouraging. Those — ts 
who have the will have ample oppor- ae 
tunity to find the way. “Arnie ewiog 


Acoustic Research P622 $239 
AdLib Sound Card $59 
Adlib Gold Sound Card $169 
Advancd Gravis Ultrasound $139 
Champ Joystick $19 
Flight Stick Joystick $36 
Game Card 3 Automatic $39 
Labtec 105 Powered Speakr $24 
Maxx Control Yoke $59 
Maxx Rudder Pedals $39 
Media Concept Sound Board $79 
PC Symphony Sound Board $37 
Pro Audio Spectrum 16 $179 
Pro Audio Spectrum Plus $149 
Sony SRS7 Speakers $15 
Sound Blaster Deluxe $89 
Sound Blaster Pro Basic $139 
Sound Blaster Pro Deluxe $130 
Sound Blaster 16 $239 
Snd Blastr CD ROM Upgrd $339 
Snd Blastr Multimedia Strtr $399 
Snd Bistr Multimedia Upgrd $499 
Sound Machine $99 
Thrustmaster Flight Control $69 
Thrustmastr Flight Ctrl Pro $119 
Thrustmastr Rudder Contrl $119 
Thrustmastr Weapons Cntrl $89 
Thunder Board Sound Card $79 


Advent Willie Beamish VGA $24 
Advent Willie Beamish CD $45 
Advent Willie Beamish 2 $39 


Alone in the Dark $36 
Altered Destiny $34 
Amazon $39 
Attack Pack $42 
Blue Force: Next of Kin $45 
Cadaver $27 
Castle Wolfstein/Spear Dstny $37 
Coaster $32 
Colonel's Bequest $15 
Conan CD ROM $21 
Conquests Robin Hood $36 


Congst Robin Hood WIN CD $42 
Conspiracy Deadlock Files $34 


Countdown $37 
Covert Action $12 
Crime Does Not Pay $29 
Crime Wave $37 
Cruise for a Corpse $32 
Cyber Space CD ROM $38 
Cybercon 3 $29 
Dark Half $12 
Dark Heart of Uukrul $34 
Day of the Tentacle $39 
Demon’s Gate $32 
Dominus $39 
Don’t Go Alone $4 
Dragon’s Sphere $42 
Dune CD ROM $35 
El Grito Del Jaguar WINCD $46 
Elf $24 
Epic $32 
Eric the Unready $38 
Fascination WINCD ROM ~ $39 
Flashback $33 
Floor 13 $15 
Free DC $9 
Future Wars $9 
Gambit $38 
Gateway $32 
Godfather $29 
Guy Spy CD ROM $29 
HUMANS $21 
Heart of China $19 
Heaven and Earth $32 
Heimdall $17 
Hired Guns $32 
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"ALONEIN THE 
DARK' is a chill- 
ing 3D foray into 
the macabre man- 
sion of Derceto. 
Learning how to 
deal with hideous, 
hidden monsters 
is all part of the 
fun. Features up 
to9cameraangles 
to view the action, 
a full screen 3D 
interface, many 
riddles & puzzles 
to solve, 256 color 
VGA graphics, 
and sound board 
support. $36 


‘MAGIC CANDLE 
3' lets you explore 
the home lands of 
the southern orcs, 
dwarves, elves, 
goblins, and hu- 
mans. Learn ex- 
otic magic spells, 
but most impor- 
tantly, stop the 
spreading blight 
before it con- 
sumes the entire 
world. Design 
your own charac- 
ters, then invite 
other friends tojoin 
the adventuring 
party. $38 


In'BATTLES OF 
DESTINY’ you 
mustseek outand 
destroy up to 3 op- 
ponents in order 
to conquer the 
world. Features 
modem play, air, 
ground and naval 
combat, challeng- 
ing artificial intelli- 
gence, 22 differ- 
ent units to con- 
struct, more than 
20 worlds to con- 
quer, Campaign 
style play, anda 
complete player 
history. $38 


Hook $32 
Inca $42 
Indy Jones 4 Fate Atlantis $36 
Indy Jones Fate Altantis CD $52 


Jack the Ripper $38 
King’s Quest 5 $36 
King’s Quest 5 WIN CD $42 
King’s Quest 6 $45 
King’s Ransom $38 
King’s Ransom CD ROM $38 
Laura Bow 2 $36 
Leather Goddesses $12 
Leather Goddesses 2 $42 
Legend of Faerghail $34 
Legend of Kyrandia $35 


Legend of Kyrandia CD ROM $49 
Leisure Suit Larry 1 VGA $15 


Leisure Suit Larry 2 $15 
Leisure Suit Larry 5 $34 
Leisure Suit Larry Bundle 1 $39 
Loom $19 
Loom CD ROM $48 


Lords of the Rising Sun $34 
Lost Files Sherlock Holmes $44 
Lost Treasures of Infocom $42 
Lost Treasures Infocom CD $46 
Lost Treasures of Infocom 2 $29 


Lost in LA $37 
Martian Memorandum $34 
Max Pac $26 
Metal Mutant $32 
Murder Club $28 
Out of this World $36 
Pepper's Adventure in Time $29 
Police Quest 1 VGA $24 
Police Quest 2 $15 
Police Quest 3 $36 
Power Hits: Movies $19 
Return of the Phantom $42 
Return to Zork $38 


Rex Nebular Cos Gen Ben $39 
Rex Nebular Master Edition $52 


Riftwar Legacy VGA $39 
Ringworld $36 
Rise of the Dragon VGA $34 
Rocketeer $32 
Rome: Pathway to Power $38 
Screen Antics WIN $24 


Secret Monkey Island VGA _ $23 
Secret Monkey IslandCD $39 
Secret Monkey Island 2 $38 


Sex Olympics $19 
Sex Vixens from Space $12 
Shadowgate WIN $34 


Sierra Adventure Bundle 1 $39 
Space Quest 4 WIN CD $42 


Space Quest 4 VGA $36 
Space Quest 5 VGA $39 
Space Quest Bundle $36 
Spellcasting 201 $36 
Spellcasting 301 Spring Brk $34 
Spirit of Excaliber CD $32 


Star Trek 25th Anniversary $36 
Star Trek 25th Anniv CD $46 
Star Trek: Next Generation $46 


Stellar 7 WIN CD $42 
Terminator 2029 $42 
The Prophecy $36 
Walker $32 
Warriors of Legend $19 


Where World Carmen Deluxe $52 
Where in America’s Past $37 
Where in Europe is Carmen $29 
Where in Time Carmen $32 
Where in USA Carmen Dix $45 
Where in USA is Carmen $29 
Where in USA is Carmen Dlx $49 
Where in World Carmen $32 
White Horse Child CD ROM $32 
Wing Commndr/Ultima6 CD $59 
Wing Cmdr/Ultima Uwrld CD $59 


7th Guest CD ROM $56 
A Train $38 
A Train Construction Set $23 
Air Force Commander $32 
Airbucks $36 


Ancient Artof WaratSea $29 
Ancient Art of War in the Sky $34 


Armada 2525 $29 
Ashes of Empire $48 
Bandit Kings Ancient China $37 
Battle Isle $32 
Battle Isle Scenario Disk $22 
Battles of Destiny $38 
Breach 2 $19 


Breach 2 Scenario Disk $15 
Buzz Aldrin Race into Space $42 
Buzz Aldrin Race Space CD $59 


Caesar $36 
Castles $18 
Castles Northern Campaigns $19 
Castles 2 $36 
Centurion Defender Rome $17 
Civilization $39 
Civilization Master Edition $45 
Command HQ $19 
Conquered Kingdoms $38 
Conquest of Japan $36 
Crisis in the Kremlin $39 
Dark Seed $34 
Dark Star $36 
Diplomacy $12 
Discovery Steps Columbus $34 
Dragon Force $19 
Dragon Lord $12 
Dune 2 $44 
El Fish $41 
Empire Deluxe $40 
Fields of Glory $36 
Fireteam 2200 $24 
Fireteam 2200 Constrctn Kit $25 
Fort Apache $34 
Gemfire $37 
Genghis Khan $37 
Global Conquest $34 
Gold of the Americas $19 
Inindo $37 
Koshan Conspiracy $32 
L’Empereur $37 
Lemmings 2 $32 
Liberty or Death $37 
Lost Admiral $24 
Lost Admiral Enhanced $44 
Lost Admiral Scenario Disk $23 
Maelstrom $38 
Mega Lo Mania $31 
Mercenaries Tegel’s $38 
Microcosm $32 
Monarch $38 
New World Order $38 
Nobunaga’s Ambition 1 or 2 $37 
Nuclear War $9 
Operation Combat $12 
Pacific Theater Ops $42 
Paladin 2 $34 
Perfect General $29 


Perfect General Scen Disk $21 
Perfect General Scen 2 $23 


Perfect General 2 $44 
Populous 2 $38 
Powermonger $34 
Powermonger World War1 $21 
QQP Bundle $49 
Railroad Tycoon $34 
Rampart $17 
Reach for the Stars $24 
Realms $17 
Red Zone $32 
Robo Sport WIN $34 


Romance 3 Kingdoms 1 or 2 $42 
Rules of Engagement 2 $38 
Second Conflict WIN $34 
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Are there too many fanzines? No. 
If this isn’t to be my all-time shortest 
column, I'd better amplify. 

_ Each fanzine is a unique personal 
- expression of its editor. Since every 


fan is different, it stands to reason 


that their publications will be, too. 
And there’s nothing healthier than 
the widest possible spectrum of 
insight and opinion. 

Fanzines aren't competitive. Fan- 
dom is a hobby, not a business. The 
more entertaining fanzines in circu- 
lation, the livelier fandom gets. Right 
now, few other fandoms can match 
electronic gaming in the quantity and 
enthusiasm of its ‘zines. 

There may not be too many 
fanzines, but they are too numerous 
to give them all space in this col- 
umn. That’s why | did the mini- 
reviews a couple of months ago. 
That installment drew great 
response. As Joyce Worley put it, 
“You covered a lot of fanzines, and 


you hogged less of the space with 


your philosophizing.” 
So be it. Let’s hit that big pile of 
fanzines! 


Classic Systems & Games 
Monthly Vol. 2, #3 

Edited by Jeff Adkins 

11 Windsor, Attica NY 14011 

Frequent, $1.75 per issue, 

14 pages | 

Jeff leads readers on the most 
entertaining and enlightening walk 
down memory lane in gaming. Even 
if your old systems are in the closet, 
this ‘zine’s coverage of bygone plat- 
forms is an unalloyed treat. Classic 
Systems always has great informa- 
tion about both the immortal games 
and the overlooked gems for the 


antique game machines. 
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Digital Press #10 

Edited by Joe Santulli 

44 Hunter Place, Pompton Lakes, 

NJ 07442-2037 

Bi-monthly, $1.50 per issue, 

22 pages 

This remarkably consistent gener- 
al-interest gaming fanzine proves 
that “reliable” doesn’t mean “dull.” 
Joe pumps out a Digital Press just 
about every two months, like clock- 
work. It always presents well-written 
articles and reviews in an easy-to- 
read, understated graphic treatment. 


Joe’s editorial savvy, which boils 


down to a good sense of what 
makes an interesting story, keeps 
DP percolating merrily along issue 
after issue and month after month. 
Among the attractions in #10 are a 
study of game sequels, the serial- 
ized gaming encyclopedia, fanzine 
reviews, and a lengthy letter column. 
send Santulli some money and add 
Digital Press to your reading list. 
This is truly fine stuff. 


Paradox #7/8 

Edited by Chris Johnston, Jason 

Whitman, Tim Johnson and 

Justin Schuh 

316 E. 11th Ave., Naperville, IL 

60563-2708 

Frequent, $1 per issue, 24 pages 

This almost-monthly fanzine bene- 
fits from a spirited group of contribu- 
tors who look at electronic gaming 
from just about every conceivable 
perspective. Chris Johnston is my 
favorite contributor to this wide-rang- 
ing fanzine, but the others usually 
have their special sparkle, too. Para- 
dox does have its controversial side, 
but the ‘zine is mostly solid, intelli- 
gent commentary on games and 
related topics. 


Video Gaming #1 

Edited by John Heisel 

5527 Ponderosa Dr., Rockford, IL 

61107 

Bi-monthly, $4 for six issues, 

10 pages 

Despite its name, this fanzine cov- 
ers all platforms from the Lynx to the 
PC. Features in this issue include a 
survey of the best sports games and 
the editor's picks for the outstanding 
games of 1992. The layout is utilitar- 
ian, and John will undoubtedly pick 
up some helpful tricks from other 
faneds, but Video Gaming already 
makes pleasant reading. 


Video Universe #4 

Edited by Chad Laubach and 

George Wilson 

7640 Woodbine Rd., Macungie, 

PA 18062 

Frequent, $1.50 per issue, 

36 pages 

This is one of the heftiest and, 
thanks to its trio of art directors, one 
of the most visually exciting fanzines 
around today. Like many ‘zines that 
began with a 100% video game 
focus, Video Universe has broad- 
ened out to include multimedia. 
George Wilson takes over the 
fanzine review column with this 
issue. This up-and-comer is still 
showing marked improvement every 
issue, SO send now to insure receipt 
of treats to come. 


Attention fanzine editors: if 
you'd like your fanzine reviewed 
in this column, send it to: Arnie 
Katz, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. | read and 
save every ‘zine sent, and I'll try 
to describe as many of them as 
possible each month. 


Seven Cities Gold 2 
Shadow President 
ShadowGate WIN 
Siege 


Siege Expansion Disk 


Sim Ant 

Sim Ant WIN 
Simcity 

Simcity WIN 
Simearth DOS/WIN 
Simfarm 

Simlife 
Spaceward Ho! 
Special Forces 
Spoils of War 
Star Control 2 
Star Legions 
Starfleet 2 

Task Force 1942 


Tegels’s Mercenaries 


Theatre of War 
Theatre of War Set 1 
Unnatural Selection 
Utopia 


Vikings Fields of Conquest 


Visions of Aftermath 
Warlords 
Warlords 2 


When Two Worlds War 


Worlds at War 


Action North Atlantic 
Action Stations 


Air Raid Pearl Harbour 


Ambush 


American Civil War V1-3 Ea 


Battle Stations 


Battle Tank Barbarossa 


Battle Tank Kursk 
Battle of the Atlantic 
Battles of Napoleon 
Battleship Bismark 
Blood & Iron 

Blue and the Grey 
Bravo Romeo Delta 


CW No Greater Glory 


Campaign 
Carrier Strike 


Carrier Strike Exp Pak 


Carriers at War 


Carriers at War Exp Pak 
Charge of the Light Brigade 


Conflict: Middle East 
Conflict:Korea 


Decision at Gettysburg 


Dreadnoughts 


Dreadnoughts Bismark 
DreadnougNts lronclads 
Dreadnoughts Deluxe 


Fire Brigade 
Fleet Commander 
Frontline 


Gary Grigsby Pacific War 
Gettysburg:Turning Point 


Golan Front 


Grey Seas, Grey Skies 


Halls of Montezuma 
Harpoon 


Harpoon Battle Set 2 or 3 


Harpoon Battle Set 4 


Harpoon Challenger Pak SE 


Harpoon Designer 2 
High Command 

In Harms Way 
Kampfgruppe 

Line in the Sand 
Long Lance 
MacArthur's War 
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‘LINKS 386 PRO’ 
offers SUPER 
VGA graphics 
and advanced 
features designed 
for your 386 or 
486. New fea- 
tures include 
computer oppo- 
nent, save game 
option that allows 
your friends to 
play against you 
in an existing 
game, __sprere- 
corded games 
from worthy oppo- 
nents, and many 
game modes. $39 


'GREATBATILES 
OF THE 20TH 
CENTURY ' brings 
20 new scenarios 
to the Perfect 
General game. In- 
cludes 1967 & 
1973 Suez con- 
flicts, Kursk, The 
Moscow Push, 
Stalingrad, Malta, 
Long Binh Inferno, 
Crete, Falklands, 
Inchon, Operation 
Sea Lion, Pusan 
Per,Saigon,Bataan, 
Fulda, Dnepr Br., 
Guderian Forward, 
& more. $23 


'MAXX COBRA 
FLIGHTSTICK' 
brings together 
the thrill of a joy- 
stick and the ver- 
satility of the key- 
board. Features 
molded casing for 
left or right 
handers, 7 button 
pistol grip joy- 
stick, 25 program- 
mable functions, 
exact auto-cen- 
tering, and true 
circular direc- 
tional control. 
Game port not 
necessary. $54 


Main Battle Tank C Germany $36 
Main Battle Tank MiddleEast $36 
Main Battle Tank N Germany $36 


Man of War $36 
Mare Nostrum $26 
Marianas Turkey Shoot $24 
Midway $19 
Moscow Campaign $36 
Northern Fleet $36 
Operation Overlord $36 


Pacific Storm Midway Cpgn $36 
Pacific Storm Solomon Cpgn $36 


Panzer Battles $24 
Patriot $44 
Patriot Battle Set 2 $24 
Patriot Scenario Editor $27 
Patton Strikes Back $12 
Prelude to Jutland $26 
Return to Falklands $28 
Rising Sun $26 
Rommel Battles For N Africa $24 
Rommel at Gazala $36 
Rorke’s Drift $34 
Second Front $21 
Stalingrad Campaign $36 
Storm Across Europe $12 
Third Reich $27 
Typhoon of Steel $12 
UMS 2 $19 
UMS 2 Civil War $24 
UMS 2 Desert Storm Scen $24 
UMS 2 Planet Editor $19 
Under Fire $12 
V Victory: Utah Beach $44 
V Victory: Velikiye Luki $44 
V for Victory: Market Garden $44 
Victory at Sea $37 
War in the Falklands $26 
Warship that Changd History $26 
Western Front $36 
White Death $19 


ABC Wide World Boxing $32 
APBA Baseball $24 
APBA Base TD 1947-89 Ea $21 
APBA Base TD 1990-91 Ea $19 
APBA Baseball Statmstr 2.0 $29 
APBA Baseball Wizard2.0 $29 


APBA Basketball $34 
APBA Bowling $14 
APBA College Basketball $32 
APBA Football $34 
ATP Tennis $34 
Action Sports Soccer $25 
All American College Ftbll $36 
All Star Sports Pak $15 
American Gladiators $21 
David Robinson NBA Action $44 
Front Page Football $39 
Greens $34 
Hardball 3 $34 


Hardball 3 Players Disk $17 
Hardball 3 Stadium Disk $19 
Hole In One Mini Golf Dlx $12 
Jack Nicklaus Unlimited Golf $27 
Jack Nicklaus CD 1-5 Ea $15 
Jack Nicklaus Signature Ed $42 
Jack Nicklaus SE Course 1 $14 
John Elway Quarterback $6 


Lance Haffner Baseball $36 
LH Baseball Team Disks Ea $16 
Lance Haffner Boxing $36 
Lance Haffner College BBall $36 
Lance Haffner Football $36 
LH Pro Basketball $36 
Lance Hafner Hockey $36 
Links $29 


Links Courses 1-7 Each $17 


Links Pro 386 Golf $39 
Links Pro Course Disk 1 $20 
Links Pro Course Disk 2 $20 
Madden Football 2 $32 
Magic Johnson Fast Break $6 
Michael Jordan Flight Sim $38 
Microleague Basebll 4 USAT $31 
ML Baseball 4 USAT G Mngr $19 


ML Baseball All Star $17 
ML Baseball Franchise Disks $20 
ML Football 2 $39 
ML Personal Pro Golf $28 
ML Wrestling 1990 $28 
Micro League Football Dix $39 
Microleague Basketball $28 


Microsoft Golf for Windows $39 
Mike Ditka Power Football $32 
NFL Challenge $60 
NFL Chall Game Situation Ed$20 
NFL Challenge All Star Team $22 
NFL Challeng Dream Teams $20 
NFL Challng Greatest Teams $22 
NFL Challenge Premium Ed $59 


NFL Football $31 
NFL Pro League Football 92 $24 
NFL Video Football $39 
PGA Tour Golf $32 
PGA Tour Golf Ltd Ed $45 
PGA Tour Golf WIN $38 
Playmaker Football $26 
Power Hits: Sports $19 
Pro Tennis Tour 2 $32 
ProFootball Analyst 92 Editn $19 
Road to the Final Four $37 
Summer Challenge $34 
Super Car Pak $37 
TKO $4 
The Games Winter Challeng $34 
Tom Landry Football $24 


Tony La Russa Baseball2 $36 
Tony La R Basebll 2 Stadium $18 
Tony La R Baseb2 Fntsy Mg $12 
Tony LaRussa AL Stadiums $15 
Tony LaRussa NL Stadiums $15 
Tony La R Teams 1901-68 $15 
Wayne Gretzky Hockey3 $39 
Wayne Gretzky League $26 
Weaver 2.0Comm Edition $41 


Wilson Pro Staff Golf $23 
World Circuit $34 
688 Attack Sub $19 
AT P Flight Simulator $29 
A.T.A.C $34 
A10 Avenger $46 
A10 Tank Killer 1.5 Enhancd $34 
AH-64 Helicopter $46 
Aces of the Pacific $42 
Aces Pacific Mission Disk 1 $27 
Aces Over Europe $42 


Aces Europe Mission Disk 1 $27 
Aces Europe Mission Disk 2 $27 


Air Duel $38 
Air Warrior SVGA $35 
Aircraft Scenery Design $35 
AirportFacilities Dir $12 
Allied Forces $12 
Armoured Fist $38 
Assignment Miami $37 
B17 Flying Fortress $39 
Birds of Prey $32 
Campaign Strategic Flight S $37 
Car and Driver $38 
Cardinal of the Kremlin $12 
Combat Classics $29 
Das Boot Submarine $9 


Design Your Own Railroad $29 
Dynamix Bundle 1 $34 


Hello, again, petitioners after hard 
and software health. The CGR Q&A 
pipeline is well-stocked with percep- 
tive queries, and our first letter actu- 
ally has a question about the inter- 
relationship between computers and 
our bodies, so let’s start there. 


Q: My mother is constantly after me 
that it “isn’t healthy” to spend as 
much time as | do (between five and 
seven hours a day) in front of my 
computer. Of course, that time 
includes school-related projects, so 
I’m not gaming a quarter of the day. 
But she may have a point. | seem 
to remember hearing stories about 
people working in front of monitors 
getting cancer, and my dad told me 
about this nerve disease you can get 
from typing at a computer keyboard. 
What’s the story, Doc? Is this a 
healthy hobby, or what? 
Robert Statesberg 
Glendale, CA 


A: Fair concerns, Robert. All the evi- 
dence isn’t in yet on the subject of 
the deleterious effects of extended 
proximity to CRTs (i.e., sitting too 
close to monitors). Several labor 
unions are currently looking into the 
issue of whether pregnant women, 
for example, should spend extended 
time working at computer stations. If 
youre really concerned, a trip to the 
library should give you access to 
most of the recent data on the sub- 
_ ject. There are also several compa- 
_ nies producing monitor “shields” 
which retard the emission of Dero 

Rays, electromagnetic fields and 
- anything else you may want your 
monitor to keep to itself. 
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A more serious concern, and one 
that has already affected the sample 
group most apt to feel any negative 
effects from prolonged exposure to 
computers—programmers-is the 
nerve damage you reference in your 
letter. Extended periods spent typing 
at a keyboard set at an incorrect 
height can, and has, caused seri- 
ous—and, so far, irreversible—nerve 
damage to the hands of program- 
mers. The main danger, as far as | 
can tell, is a keyboard which forces 
the user to hold their hands at an 
unnatural angle for prolonged peri- 
ods of time. 

There are several preventive steps 
one can take to avoid this danger: 
make sure your keyboard is posi- 
tioned at a height which is comfort- 
able for you. Some users prefer to 
hold the keyboard in their lap—and 
there are even mouse pads which 
slot onto the side of a keyboard for 
just this purpose—while MicroCom- 
puter Accessories, Inc. (a Rubber- 
maid Company) has a thick, padded 
strip which can be laid at the foot of 
your keyboard and serves as a pro- 
tective rest area for the base of the 
hands. : 

If you’re asking me if you're likely 
to have children with adamantium 
claws as a result of your extended 
computer time, I'd have to say 
there’s not much reason to worry. 
But there are dangers inherent in 
any extended activity, and it’s 
always wise to be aware of them. 


Q: | would like to know if there are 

any computer games for Macintosh 
computers. [What are the best?] 

Leonard Charfaures 

Agana, GU 


A: It’s a funny thing, Leonard, but 
although there are—and always have 
been—games for the Mac, this won- 
derful line of computers has never 
evolved into a strong game-playing 


system. Even the advent of color on 
the Mac hasn't inspired a stampede 
of Mac development. Virtually every 
game for the Mac is a conversion of 
a PC game, but there are some solid 
titles, including the Sierra adven- 
tures, Trump Castle Il, Lemmings, 
the BattleChess games and, if you 
go back a bit, SimCity, and Shuf- 
flepuck Cafe. 

The hottest Mac-CD title at the 
moment seems to be Mike Sienz’ 
Sci-fi epic, Spaceship Warlock. 


Q: | would like some information on 
Activision’s Mechwarrior. 
Ross Williams 
Brodbecks, PA 


A: Mechwarrior was originally pub- 
lished by Activision in 1989 and was 
one of the first-and best-of the giant 
battling robot games. Based in 
FASA’s Battletech universe, this 
game allowed users to select from 
among eight different types of 
Mechs—huge robots housing fighter 
pilots who controlled their every 
action. The game featured a first- 
person cockpit perspective and 
some impressive polygon graphics, 
all courtesy of Dynamix. 

The game was, unfortunately, lost 
in the shuffle at the time of its 
release, but Activision, through its 
Infocom label, later released a cou- 
ple of other Battletech games devel- 
oped by Westwood Associates 
(which produced Kyrandia and Dune 
[1), the most popular of which was 
The Crescent Hawks’ Revenge. The 
latter games were less action-orient- 
ed and featured more role-playing. 


And that about wraps things up for 
this issue. Remember to send those 
questions, comments and correc- 
tions to: 

Game Doctor (CGR) 
330 S. Decatur, Suite. 152 
Las Vegas, NV 89107 


F117A Stealth Fighter VGA $42 
F15 Strike Eagle 3 $44 
F15 Strike Eagle 3 Aces Pak $49 
F22 Advanced Tactical Fghtr $39 


F29 Retaliator $32 
Falcon 3.0 $48 
Falcon 3 Scen1 Fighting Tgr $24 
Flight Simulator 4.0 $42 
Fly the Grand Canyon $45 
Great Naval Battles $44 


Great N B America in Atlantc $21 
Great N B Super Ships Atint $19 
Great N B Scenario Builder $28 


Gunship 2000 $37 
Gunship 2000 Scenario Disk $24 
Harrier Assault $38 
lron Helix $52 
Jet Fighter 2.0 $39 
Jet Fighter 2 MissionDk1 $19 
Jump Jet $39 
Jump Jet Aces Pack $52 
Land Sea Air Trilogy $12 
Life and Death 2 $24 


Mantis Exp Speech Pak $19 
Mantis Experimental Fighter $39 
Mantis Experimental Fgtr CD $45 


Maximum Overkill $46 
Maximum Overkill MD 1 or 2 $28 
MegaFortress $12 


Megafortress Mega-Pak $38 
Megafortress Miss Disk 1 $26 
Megafortress Miss Disk2 $26 


Orbits $37 
Pacific Islands 2 $30 
Power Politics WIN $34 
Privateer $52 
Rags to Riches $36 
Rapcon $29 
Reach for the Skies $31 
Red Baron $36 
Red Baron Missn Disk Buildr $24 
Red Storm Rising $12 
Road & Track Grand Prix U $37 
Sailing Simulator $42 


Sailing Instrctr Pack VGA $239 
Sailing Sim E Coast Voygs $39 
Sailing Sim W Coast Voygs $39 
Scenery Colltn California $37 
Scenery Colltn Great Britain $34 
Scenery Enhancement Editor $21 
Seal Team $42 
Secret Weap Luftwaffe $44 
Secret Weap LuftwaffeCD $48 
Secret Weapons Exp Disks $21 


Shuttle $26 
Silent Service 2 $19 
Strike Commander $52 
Strike Commandr Speech Pk $24 
Stunt Island $36 
Syndicate $48 
Task Force 1942 $39 
Task Force Admirals Pack $52 
Team Yankee $29 
Team Yankee 2 $27 
Test Drive 2: The Collection $29 
Test Drive 3 $29 
Test Drive 3:Road & Car $15 
Tornado $52 
Tracon 2 $29 
Tracon 2 WIN $34 


Ultrabots Sanction Earth $39 
Voice CommanderF117A $18 
Voice Commander F15SE3 $18 
Wing Commander $39 
Wing Commander 1 Deluxe $52 
WC Secret Mission1or2 $21 


Wing Commander 2 $52 
W C 2 Operation 1 or 2 $24 
W C 2 Speech Mod $15 
World Circut Champ Edition $45 
X-Wing $41 


Visa & MC Accepted. CODs $5. Checks Held 4 Weeks. Money Orders Treated as Cash. 
MostlItems Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Price & availability subjectto 


change. All Sales Final. 


"'TEGEL’S MER- 
CENARIES'isa 
futuristic strategy 
game with role- 
playing character. 
General Tegel 
doesn’t care who 
you hire as long 
as you get the job 
done. Features a 
multitude of exotic 
locales and sticky 
situations, a sce- 
nario builder to 
challenge the 
most advanced 
warriors, 256 color 
VGA, anddigitized 
sound. $38 


'AMAZON' re- 
captures the fun 
and excitement of 
the 1950's drive-in 
movies. Travel to 
unexplored re- 
gions of the Ama- 
zon, fight 10 foot 
ants, and find em- 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, 
zooms, pans, and 
fades. Features full 
digitized voices & 
soundeffects. $39 


‘CONQUERED 
KINGDOMS 'al- 
lows youto invade 
castles and fly 
overmountains as 
you battle for con- 
trol of the world. 
Features nine sce- 
narios, a random 
map generator, 
human and fan- 
tasy combat 
troops, 21 levels 
of difficulty, mo- 
dem play, several 
fullcampaigncon- 
quests, and com- 
plete game scor- 
ing history. $38 


ADD Collector's Edition 2 
ADD Starter Kit 

Bard’s Tale 3 

Bard’s Tale Construction 
Battletech 2 

Black Crypt 

Captain Blood 

Celtic Legends 
Challenge of 5 Realms 
Champions 

Champions of Krynn 
CHARACTER EDITORS 
Cobra Mission 

Curse of the Azure Bonds 
Cyber Empire 

Cyber Space 

Dark Queen of Krynn 
Dark Sun 

Darklands 

Darklands Master Edition 
Daughter of Serpents 
Death Knights of Krynn 
Drakkhen 

Dungeon Master 

Dusk of the Gods 

Elvira 2 Jaws of Cerberus 
Elvira Mistress Dark 

Eye of the Beholder 2 
Eye of the Beholder 3 
Flames of Freedom MWII 
Fountain of Dreams 
Four Crystals of Trazere 
Gateway Savage Frontier 
Hard Nova 

Heaven and Earth 

Heros Qst 2:Trial Fire 
Heros Quest 1 VGA 
Heros Quest 3 

Keys to Marimon 
Legacy: Realm Of Terror 
Legend 

Legend of Valor 

Lord of the Rings V2 
Loremaster 

Lure of the Temptress 

M 

Magic Candle 2 

Magic Candle 3 

Matrix Cubed 
MegatTraveller 3 
Midwinter 

Might & Magic 3 


Might &Magic 4 Clouds Xeen 
Might &Magic 5 D Side Xeen 


Pirates 

Pirates Gold 
Planet’s Edge 

Pools of Darkness 
Protostar 

Ragnarok 

Sea Rogue 

Secret Silver Blades 
Shadowlands 
Sleeping Gods Lie 
Space Hulk 
Spelcraft: Aspect of Valor 


$38 
$38 


SpellJammer:Pirates Rlm Sp $38 


Spellbound 
Spellicraft:Aspect of Valor 
Starflight 2 

Summoning 

Sword of the Samurai 


Tales Magic:Prophecy Shad 


Treasures Savage Frontier 
Twilight 2000 VGA 

Twilight 2001 

Ultima 4 

Ultima 5 

Ultima 6 False Prophet 
Ultima 7 Black Gate 

Ultima 7 Forge of Virtue 


$39 
$38 
$17 
$38 
$12 
$29 
$32 
$24 
$39 
$35 
$35 
$21 
$52 
$21 


Ultima 7.5 Serpent Isle $52 
Ultima Bundle CD $59 
Ultima Trilogy $39 
Ultima Trilogy 2 $52 


Ultima Uworld 2 Labyrinth $52 
Ultima Uworld Stygian Abyss $52 


Uncharted Waters $42 
Unlimited Adventures $32 
Veil of Darkness $42 
Waxworks $34 
Wizardry 4 $19 
Wizardry 5 $26 
Wizardry Cosmic Forge $34 
Wizardry 7 Crusaders $39 
Wizardry Trilogy $32 


Spend the specified amount on any 
in stock software and choose a 
free game from the corresponding 
list below. Offer subject to change 
orcancellation without notice. Valid 
only while supplies last. 


Artura 
Blockbusters 
Colorado 
Felony 
Gunship 
Mean 18 Famous Courses 2 
Obliterator 
Third Courier 
TKO 
Trump Castle DD1 
Trump Castle DD2 


Airborne Ranger 
Backgammon by George 
Big Business 
Blue Max 
Edward O’Thorpe Black Jack 
Future Wars 
Harrier Combat Simulator 
Magic Johnson Fast Break 
Operation Combat 
Pirates 
Punisher 
S C Out 
SDI 
Sound Star 
Tie Break Tennis 
The Tinies 
Troika 
Under Fire 


Bridge 7.0 
Cardinal of the Kremlin 
Chess Net 
Covert Action 
Dark Half 
Dusk of the Gods 
Free DC 
Megafortress 
Megatraveller 1: Zodani 
Patton Strikes Back 
Railroad Tycoon 
Sentinel Worlds 
Shadow Sorcerer 
Storm Across Europe 
Trump Castle 2 


The most interesting tasty tidbit 
this month comes from the land of 
Dungeons and Dragons. Due to eco- 
nomic setbacks that resulted from 
delays in releasing Dark Sun, SSI 
trimmed its staff back to a smaller 
number of people. Don’t worry, 
though. SSI still has a load of soft- 
ware coming up in the next couple of 
months, including a brand new ver- 
sion of that classic gaming favorite, 
Archon. 

Also from SSI comes word of a 
new contest coinciding with their 
Unlimited Adventures title. If you 
can create the best one-level dun- 
geon, you can win a trip for two to 


L Bowl ing ball falls 


down ramps. 


a Bowling ball tips see-saw, 
: line — Pye 


How to STOP 


6. Dynamite explodes. 


the 1994 GENCON. Prizes will also 
be awarded for Best Monsters and 
Best Art. Get those entries in by the 
last day of June to qualify. Good 
luck to all Dungeon Masters 
involved! 

What do LucasArts and Trimark 
Pictures have in common? The 
answer is Kelly Flock. Flock was 
once the Acting General Manager of 
LucasArts’ Software Division. He 
recently jumped ship and wandered 
over to Trimark, which is starting a 
new subsidiary, Trimark Inter- 
active. Trimark is primarily a movie 
producer, but has decided to throw 
its hat in the ring of CD-ROM gam- 


7s pail off ledge. 


Sioned SES 


5. Rocket lights fuse, 
exploding 


¥ 
7. Pail pul string, 
shooting ee 9, Bucket falls | 
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News and Views from the World of Software! 


ing, which only makes sense. As 
games become more movie-like, 
perhaps movie producers are a nat- 
ural for the medium. And, since Tri- 
mark already has a tasty collection 
of movies they produced and own 
the rights to, licensed titles should 
be no problem for this fledgling 
enterprise. Look for some games by 
the end of the year. — 

What is a Silicon Dragon? It’s a 
company based in Ann Arbor, MI 
that has a special new product for 
anyone who's ever been interested 
in role-playing games. Their first 
product is going to be a Windows 
utility sort of thing, called Car- 


8. Bullerbursts 


| ee ah 


tografix. It’s a mapping utility anda 
whole lot more. With this program, 
you can create planets, continents, 
cities, buildings, dungeons and more 
down to any level of detail you feel 
comfortable with. You can also cre- 
ate coastlines, random distribution 
patterns for plants and animals, road 
networks, terrain and buildings in 
population centers. You can even 
incorporate hex, triangular or square 
grids onto the map and associate 
any text you want with any location. 
lf you make your own dungeons, this 
could be the program for you. If you 
don’t have the ability to print, Silicon 
Dragon is available to take care of 
that for you, too. Look for this to 
debut at the ‘93 GENCON. 
Remember that game from Sir- 
Tech that was originally called 
Breakfast of Champions and was 
then changed to Ambush? It finally 
has an official name! Sir-Tech is 
going with Operation Daybreak. 
Look for this one to come out around 


October. 


R.A.W. Entertainment has gone 
direct! R.A.W. products like Spoils 
of War and Action Stations are 
now available directly from the pub- 
lisher and only from the publisher. In 
addition, the prices on all of the titles 
have been slashed. Add-on disks for 
Spoils (PC and Amiga) and 
Fireteam 2200 (PC) will come free 
to registered users. In addition, 
every game comes with a 30 day 
refund policy that includes your ship- 
ping and handling charges. Give the 
good folks at R.A.W. a hoot by dial- 
ing 1-800-323-7878. 

Sierra has announced that Daryl 
Gates, formerly head of the LAPD 
will be working with them on Police 
Quest 4. Considering Gates’ history, 
he ought to know something about 
trouble in the precinct. 

Koei is planning a new line of 
RPQG’s. The first one, which is cur- 
rently unnamed, is going to be 
based on Celtic legends. Sounds 
like this one could be worth a gander 
when news becomes available. 


Congratulations are very much in 
order for Disney. Stunt Island won 
the 1992 Best Consumer Product 
Award from SPA. Speaking of Dis- 
ney, look for that oft-mentioned, 
long-awaited Coaster to come out 
around the time of Summer CES. By 
the way, wouldn't it be a natural for 
Disney to slip into the sports market 
now that the company owns an NHL 
franchise? Maybe not. | know | might 
be a little leery of a product called 
The Mighty Ducks. 

Similar congrats to Cyberdreams 
for snagging the SPA award for best 
FRP/Adventure game with Dark 
Seed. The Giger-based game beat 
some stiff competition to win. Way to 
go, Cyberdreams! 

Dune Ill is underway! Westwood 
and Virgin have announced that 
work has commenced on the third 
game in the excellent series of titles. 
Since the first was sort of an adven- 
ture and the second was a military 
sim, maybe the third one will be a 
shooter. Hah! -Chip Fortran 
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12. Balloon turns : 
on motor , 


switch. 


C Non-Stop Fun 


(because you just cant stop) 


Getting people to play The Incredible Machine 
isn’t hard. Getting them to stop is! Combine 
ingenuity and obsession in this incredible work- 
shop for your computer. T'ry solving over 85 puz- 


zles by creating convoluted contraptions (like the one in this pic- Paes, 
ture), using pulleys, bowling balls, hamsters, monkeys, candles, balloons, 
and a whole assortment of bizarre machine parts. The Incredible Machine 
features timed play, and a free form mode that lets you stretch your inven- 
tive mind to the limit. Pick it up at a software dealer near you. 


For A Free Demo Call: 


1-800-326-6654 


e—~ 13. Motor starts fan, pushing 
tennis ball off ledge. 


14, Tennis ball trips 


see-saw, sending 


bowling ball crashing 


onto your computer. 


R'S READER SURVEY 


LET CGR KNOW WHO YOU ARE! FILL OUT THIS SURVEY AND MAIL IN TODAY! 
ws Sen to: CGR Reader Survey, 1920 Highland Avenue, Suite 222, Lombard, IL 60148 sume 


1. How old are you? 
a. under 16 
b. 17-21 
Cc. 22-29 
d. over 30 


2. Are you: 
a. male 
b. female 


3. Which computers do you own? 
a. Amiga 
b. Apple 
c. Atari 
d. IBM/compatible 
e. Macintosh 
f. Other 


4. How many computer games do 
you own? 
a. less than 5 
b. 6-10 
Cc... 115 
d. 16-24 
e. 25-35 
f. over 35 


. On the average, how many 
games do you buy each year? 
a. 1or2 
b.3to5 
c.6 to 10 
d. more than 10 


. Which types of games do you 
play frequently? 

a. Action/Adventure 

b. Simulations 

c. RPG’s 

d. Puzzle/Board/Gambling 

e. Sports 


. Do you participate in Play-by- 
Mail games? 

a. Yes 

b. No 


8. Do you plan to participate in 
Play-by-Mail games? 
a. Yes 
b. No 


9. Do you plan to purchase a 
CD-ROM system? 
a. Yes 
b. No 


10. Do you own a CD-ROM drive? 
a. Yes 
b. No 


11. What kind of PC do you own? 
a. 286 
b. 386 
c. 486 
d. Other 


12. What is the speed of your PC? 
a. 20 mhz 
b. 25 mhz 
c. 33 mhz 
d. 50 mhz 
e. 60 mhz 
f. Other 


13. Are you planning to buy any 
of these accessories? 
a. Sound board 
b. Joystick 
c. Flight yoke 
d. Speakers 


14. Would you rent a CD video 
game system before buying 
one? 

a. Yes 
b. No 


15. Would you rent a CD video 
games before buying them? 
a. Yes 
b. No 


16. Which of these helps you best 
decide which games to buy? 
a. Ads on TV 
b. Magazine articles 
c. Ads in magazines 
d. Word of mouth/friends 
e. Game rentals 
f. Arcades 
h. Seeing games in stores 
i. Other 


17. What is your annual income? 
a. $19,000 or less 
b. $20,000 - $29,000 
c. $30,000 - $39,000 
d. $40,000 - $49,000 
e. $50,000 or more 


18. Do you play modem games? 
a. Yes 
b. No 


19. Do you purchase children’s or 
educational software for your 


children or your friends’ children? 


a. Yes 
b. No 


20. If yes, how many education or 


children’s games do you purchase 


annually? 

a. 103 

b. 4-6 

c. 7-10 

d. 11-15 

e. more than 15 


21. What percentage of your hard 
drive is dedicated to electronic 
entertainment? 

a. less than 10% 
b. 11% - 20% 
Cc. 21% - 30% 
d. 31% - 40% 
e. 41% - 50% 
f. more than 50% 


he Thrilling Sequel to 
%- Computer Gaming World's 
Role -Playing Game of 
the Year! It’s not just a 
dungeon game anymore! 
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UNDERWORLD The Stygian Abyss” was hailed as the first in a new generation of fantasy 
adventures. UNDERWORLD II Labyrinth of Worlds delivers a new, sharply realistic look. 
With smoother animation, more detailed creatures and a spacious view window, it’s the 
most realistic gaming environment on a PC. 

The world of Underworld Il is more varied and engaging than ever before. We've 
added new terrain features (like shifting floors, water currents and thin ice), new spells (like 
Shockwave and Portal), new and nastier traps and puzzles, and new creatures (we'll let you 
discover these for yourself...) 


Underworld II takes you beyond the traditional dungeon environment. Deep in the earth, 
the Guardian’s magic has cracked the walls of reality, opening the way to eight new worlds 
beyond Britannia: a city buried in ice, a floating castle, an ancient tomb and more... 

From the halls of Lord British’s castle, it’s time to carry the battle forward and into the 
LABYRINTH OF WORLDS... 


Actual Screens may ring 


Pe ORIGIN Ni | Available at a software retailer near you 


ssi aes 4 oe Pe Lda. or call 1-800-245-4525 for 
We CnenKe Ww . MC/Visa/Discover orders. 
An Electronic Arts” Company : z oe : 
0. BOX 161750 SRS tenure’ A LookingGlass Technologies” Design 


Origin, Ultima and We create worlds are registered trademarks of ORIGIN Systems, Inc. Underworld , The Stygian Abyss and Labyrinth of Worlds are trademarks of 
ORIGIN Systems, Inc. A LookingGlass Technologies is a trademark of A LookingGlass Technologies Design, Electronic Arts is a registered trademark of Electronic Arts. 
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: i betically by company and alpha- ; 
= betically within each company. Che LATEST IN AOVEDTCURIDG FOR BRAVE 


= iNdDIVIDUALS OF ALL TYPES AND TASTES 


» Star Control | 
ee Th t of role-playing has b ds d first imagined that 
a e concept of role-playing has been around since men and women first imagined tha 
S : Never Winter Nights =» they could be elit es than what they were. As children, we often eel in 
H) Spelicratt © which we pretend to be someone else. At times, these games reflected our future aspira- 
» Shadowlands © = tions. Little boys emulated their idols in hopes of one day becoming astronauts or sports 
» Black Crypt : : ' stars. Other periods represented our desire to be the bigger-than-life heroes of television, 
= | movies and literature. Every young man wanted to be the dusty cowboy, the noble knight 
; : or the mighty superhero. Role-playing was not just for guys though; any girl with desire to 
= Legends of Future Past |) take on more than just the old-fashioned role in society could get a brief glimpse of their 
=) The Two Towers | potential and unlimited possibilities with the simplest use of imagination. 
- Rome | Actual role-playing games, with a set of rules and adventures which could be purchased, 
| did not become popular until the original release of Dungeons & Dragons (by TSR) which 
2 . originated in England and eventually spread to other areas of the world. As the computer @ 
= Challenge of the Five Realms industry began to really take off and games started to be produced, it seemed only natural § 
Sea Rogue for the standard sword and sorcery RPG to make the leap into this new level of playability. Him 
© Darklands Needless to say, the first attempts were crude, but some of them still maintain status as | 
' classics. Technology advanced and new options and capabilities began to allow better 
games. Graphics went from non-existent to digitized photos and beautifully rendered art- Ji 
work. The few pitiful bleeps of their ancestors evolved into the actual voice, digital sound jim 
= | effects and full-blown soundtracks of impressive depth and tone of the modern RPG. Your jie 
ie a Kingdom of Drakkar brave party of travellers has come from the singular warrior with a couple of stats to groups oo 
oe of mixed characters which can possess a great deal of individualism and add their own Se 
special skills to the task set before them. The quests contain far more depth and detail im 
») Planet's Edge | than those from a few years back, many having multiple sub-quests to complete as well as iim 
fee Ragnarok | a main objective. Finally, the player interaction has also advanced with the times. You now § 
eee Uitima VII © have even more options and control over your actions than ever before, bringing the com- & 
eee " puter role-playing experience closer to the freedom of the pencil and paper versions. 2 
. . Over the last year, a number of companies have brought out some of the most impres- § 
© Ultima Underworld II = sive and most enjoyable RPG's of all time. Origin is certainly keeping its hand in the genre & 
») Obitus ©) with a couple of games to add to the on-going Ultima set, one of the oldest and well known 
») Quest for Glory III § role-playing series. This is also true for Sir-Tech who finally released the long awaited § 
a Wizardry VII pee game, Dark Savant, the next in their Wizardry series. Another popular series from New Be 
a = World Computing reached new heights of excellence with the latest installment, Clouds of @ 
©) Eye of the Beholder II Xeen. Strategic Simulations continues with its Dungeons & Dragons and Buck Rogers i 
Dark Queen of Krynn titles, as well as several new projects. RPG’s take a departure from the standard fantasy § 
) Legends of Valor : style with games like Planet's Edge, Sea Rogue, Star Control Il, Cobra Mission and Wax- : 
bint Cutad : works. The year also brought several fantasy games which are playable over the modem § ss 
@ line such as Never Winter Nights, Kingdom of Drakkar and Legends of Future Past. The Sie 
Prophecy of the Shadow = following are descriptions of many popular titles. a 
5 Spelljammer : oe 
Thy Gummuathig | ALEX Mm. REESE 
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Star Control Il 


by Accolade 


An abandoned science expedition returns to Earth in 
Jan alien starship to discover shocking news. The great 


| war has been lost and the Ur-Quan rule the stars with |) 
an iron grip. They may be the lesser of two evils, how- | 


ever. The Kohr-Ah, an offshoot race, would rather have 


the other races dead than enslaved. Only a new : 


Alliance of the Free Stars can prevent certain doom. 


MIRE, 
ENERGY 


Never Winter Nights 
by America On-Line 
The game playing style of the gold box series from 


SSI is now playable over the modem lines in Never} ™ 
Winter Nights. Explore an extensive new world by your- } 


self or in the company of a party of other player charac- 


)| ters. The classic Dungeons and Dragons game reach- } 


es all new levels of interaction in this three dimensional 
multi-player game. 
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Shadowlands 


by Domark 


The forces of the Overlord have descended upon the 


"}!and of Koranos and slain everyone that they could 
jfind. Disturbing dreams of this tragedy have brought 
j adventurers from everywhere to the bank of the holy 
river, Caval. However, only four will be the chosen 
ones and be allowed to go forth to challenge the rule of 
j the evil Overlord and avenge the senseless deaths. 
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Waxworks 


by Accolade 
The passing of your uncle leaves you with a strange 


‘jinheritance: a frightening wax museum and the secret 
/ of an ancient family curse. Travel to other time periods 


through the magical exhibits in an effort to thwart the 


evil intentions of your twin brother. You must explore 


five haunted realms with only your wits, courage and 
the spirit of your Uncle Boris to help you. 


Spellicraft 
by Asciiware 
The Wizard Lords are playing destructive games of 


} power and the fate of two worlds hangs in the balance. 
‘| The only hope is a single young man from Terra who 
jmust become an apprentice and learn the ways of 


magic. Gather the components you require for your 


}spells and discover the mystic words which will unleash 
their inner potential to survive the Magical Realms. 


Black Crypt 


by Electronic Arts 
The evil cleric, Estoroth, is rising once again to 


"|threaten the land of Astera. The four Guilds (fighter, 


cleric, magician, druid) must each send one of their 


| {best to recover mighty magical weapons, lost long ago 
‘jin the first battle against Estoroth, and use them to 


overcome the danger. The goal lies somewhere within 


| the 28 monster-filled levels of the massive Black Crypt. 
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Dungeon Master 
by FTL 

The dungeon of the Grey Lord is a dangerous and 
daunting place, but four out of two dozen champions 
must be chosen to face its pitfalls in order to stop the 
schemes of Lord Chaos. His only vulnerability is to the 
mighty Firestaff which is hidden somewhere in the 
labyrinth. Guide your heroes in their quest through the 
many levels to restore peace to the land. 


The Two Towers 


by Interplay 


The Lord of the Rings trilogy continues in this, the 
second game of the series based on the books by 
J.R.R. Tolkien. Join Aragorn, Gimli and Legolas as 
)) they go in pursuit of the orcs who snatched their hobbit 
friends, Pippen and Merry. Meanwhile, the Ringbearer, 
Frodo, makes his way through the haunted marsh 
toward Mordor and the awaiting Mount Doom. 


Cobra Mission 


by Megatech 

Attractive Japanese animation-style graphics accen- 
tuate this mystery role-playing game. As ace private 
investigator J. R. Knight, you travel to the island of 
Cobra to answer the call of an old friend, Faythe Wat- 
son, and discover a sequence of strange events which 
require your attention. Cobra Mission is rated “R” due 
to violence, profanity and nudity. 
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Legends of Future Past 


by Inner Circle 


Inner Circle brings you the ultimate adventure in 
modem role-playing games. Make a character from a 
variety of classes and races and enter this new realm 
in search of fame and fortune. You can do some 
exploring on your own or band together with other 
characters for mutual safety (be prepared to split up 
the booty, though). As you get experience, you will 
earn points toward improving your skills or developing 
new ones. Regular quests run by active on-line game 
masters give everyone an equal chance to gain levels 
and get powerful and unique items. Legends of Future 
Past offers not only the standard role-playing adventur- 
ing fare, but also is a game of social interaction (Leg- 
ends of Future Past is an entirely text-based game). 


Rome 


by Maxis 
Even though you’re a slave, you have big aspirations. 
When a volcano destroys your town, you hop on board 
a ship and set sail for Rome. Scratch and claw your 
way up the social ladder all of the way to the top. You 
will need sharp wits and sound strategy to succeed. 
There are six different locations to explore, each with 
its own puzzles to solve. 


Challenge of the Five Realms 
by Microplay 

Five different worlds are ripe for conquest by the 
demonic Grimnoth. In seeking to stop him and get 
revenge for his father’s murder, a young prince must 
set forth on a hazardous journey. Along the way, he 
must not only recruit allies to aid him, but he will also 
have to prove himself worthy to rule his new people. 
He may not be up to the Challenge of the Five Realms. 
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Sea Rogue 


by Microplay 


Set sail on the open sea in search of treasure hidden 
in the cracked hulls of ancient sunken ships. A special- 
ized crew of experts pits their skills against those of 
competing (and less scrupulous) teams of undersea 
explorers. Start out with a leaky tub of a ship and work 
your way up to the ultimate in oceanic salvage equip- 
ment: the awesome Sea Rogue submarine. 


Magic Candle Il 


by Mindcraft 

With the renewal of the spells on the Magic Candle, 
Dreax is once again safely imprisoned. However, one 
mystery still remains. What happened to the Four and 
Forty, the guardians of the Candle? Seek out the 
answers, and you may find more than you bargained 
for. The clues may be found on Oshcrun Island or 
maybe even the dark continent, Gurtex. 


Four Crystals of Trazere 


by Mindscape 

Trazere has fallen under a dark cloud of malevo- 
lence. A strange force is transforming men into hordes 
of half-human beasts who thrive on bloodshed. From 
four corners of the world come a quartet of champions 
dedicated to stopping this evil. Explore dungeons in 
search of items and magical knowledge to increase 
your power, and help to wipe out the foul plague. 


Darklands 


by MicroProse 


Darklands takes you to the days of medieval Ger- 
many. However, it was never quite like this. In Dark- 
lands, the legends walk the land and strange mythical 
creatures live in the dark forests. Scorning the tedium 
of everyday live, a band of intrepid adventurers decides 
to go forth and earn a name for themselves. The object 
is not wealth or power, but to become legends. 


Magic Candle III 
by Mindcraft 

A deadly blight has stricken the lands around the 
Solian Sea. With crops withering and people falling toa 
strange illness, something must be done. The heroic 
Sir Lukas returns with some of his old friends and vows 
to end this curse or die in the attempt. This quest will 
take you to the exotic lands of the southern orcs, 
dwarves, elves and goblins in search of the cure. 
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Kingdom of Drakkar 
by MPG-Net 

Develop your character from one of six different 
races, each of which has its own advantages and dis- 
advantages, and enter the graphic-driven realm of 
Drakkar through your modem line. Train in a variety of 
classes and use your new abilities to defeat the mon- 
sters of the catacombs and dungeons. A vast new 
world awaits discovery by any hardy adventurers. 
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Clouds of Xeen 
by New World Computing 


In Clouds of Xeen, the fourth game in the Might and 
Magic series, Lord Xeen rules through the King, who is 
his unknowing puppet. He has locked up the only man 
who knows his secret. However, a band of warriors has 
been assembled to undo all of the damage that he has 
wrought and stop him from finding the magic mirror that 
he seeks to accomplish some fiendish plot. 
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Ragnarok 


by Norsehelm 


The time is approaching for the battle of the gods. 
Odin and his followers will need some special weapons 
in order to escape their fate and survive this titanic con- 
frontation. So, they call upon a special mortal to under- 
take a series of arduous quests and obtain the neces- 
sary items. In return for these brave deeds, that cham- 
pion will earn an eternal place in Valhalla. 


PPeryTtn 


by Origin 

In Origin’s first completely 3-D dungeon game, you 
enter the dark catacombs of the Stygian Abyss in the 
attempt to rescue the daughter of a baron. Accused of 


being involved, you must prove your innocence by risk- 
ing your life in the underground world. There are mon- 


sters a plenty, but some of the inhabitants are friendly } 


and will aid you in your difficult mission. 
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Planet's Edge 
by New World Computing 
Gather resources and minerals from nearby planets 


to build bigger and better ships so that you can explore |) 


more of the galaxy. Make friends with strange alien 


lraces and blast hostile UFOs out of the stars. You will 


take on many difficult tasks in order to find a way tof} 
return Earth from wherever it has disappeared to and|™ 
restore it to its proper place in the universe. 


Ultima VII 


by Origin 
A new order has been established in the land of Bri- 
tannia. The way of the Fellowship has supplanted the 
virtues of the Avatar as the standard of living. However, 


underneath the cover of benevolence lurks a dark and} 
sinister secret. The Avatar must again return to a time fy 


of trouble and strive to right the wrongs being perpe- 
trated by the other-worldly Guardian. 


- Ultima Underworld II 
by Origin 


All of the important people of Britannia have been 


: invited to the castle of Lord British to celebrate the 
;undoing of most of the damage wrought by the evil 


Guardian. The day after the grand feast, he strikes 
again, sealing the entire castle and all within beneath a 
dome of solid Blackrock. The only way out of this insidi- } 


| ous trap is through the Labyrinth of Worlds. 
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Now Falcon 3.0 takes you places you've never flow 


Operation: Fighting Tiger takes you on action-packed the advanced FSX. The incredible scope of Falcon 3.0 
missions in three new Asian campaigns. Fly your F-16 —__ delivers everything from Instant Action arcade excite- 
to Korea, to the Pakistan/India border, to Japan and ment to plotting your own Red Flag training missions 
the disputed Kurile Islands, where you can also fly to engaging in a dramatically different campaign 

every time you play. The flight models and terrain are 
real. The radar and weapons are real. The enemies, 
missions and campaigns nothing less than spine- 
tingling. Joining forces with the most sophisticated 
flight simulation of all time, Operation: Fighting Tiger 
broadens your horizons as never before. And makes 
the wild blue yonder a whole lot wilder. 
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Operation: Fighting Tiger requires Falcon 3.0 
For Visa/MasterCard orders call 24 hours a day, 7 days a week: (Orders Only). 


ilability call: M-F: 9am-5pm PST) 
COE ee ene OOS RRR wale Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 


Operation: Fighting Tiger and Falcon 3.0 are trademarks and Falcon and Spectrum HoloByte 
are registered trademarks of Spectrum HoloByte, Inc. 


Obitus 


by Psygnosis 

Psygnosis introduces a fantasy game with an arcade- 
Style feel to it. Explore three dimensional mazes and 
side-view parallax scrolling as you search the land of 
Middlemere for a way to return home. Travelling 
between the four shires torn by war caused by the 
sons of the old king, you will come across items, peo- 
ple and clues to help you on your way. 


Wizardry VII 


by Sir-Tech 
Crusaders of the Dark Savant picks up right where 
the last Wizardry game left off. You can port over old 
characters or develop new ones from 11 races and 14 
professions. Use warriors to fill your front ranks and do 
battle with the fearsome creatures of Lost Guardia. 


Your magic users will have over 90 spells that they can 
learn from six schools magic. 


Dark Queen of Krynn 


by Strategic Simulations Inc. 

The SSI gold box series in the land of Krynn (based 
on the D&D Dragonlance world) comes to its conclu- 
sion in the final game, The Dark Queen of Krynn. You 
learn that by defeating the foul undead Lord Soth, you 
did not completely rid the land of evil. The Queen her- 
self has grown tired of your interference and has sworn 
to destroy you and all of the good races. 
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Quest for Glory III 


by Sierra 


The Quest for Glory series follows the adventure ff) 9 ~ 


game style that Sierra is so well-known for with a role- 
playing twist. Choose either a thief, fighter or magic- 
user and use their unique skills to perform whatever 


tasks are set before you. In this third installment, you | 2 


are needed to prevent a war between ancient enemies 
that threatens to tear Tarna apart. 


Eye of the Beholder II 


by Strategic Simulations Inc. 


Your party of adventurers has been summoned by 


the powerful mage, Khelben Blackstaff. He needs a 


hardy band such as yours to explore the area aroundj 
the Temple of Darkmoon and investigate some strange = 


occurrences. Face monsters and magic in SSl’s three 


dimensional dungeon game based off the popular pen- Ae 


and-paper role-playing game, Dungeons and Dragons. 


Legends of Valor 


by Strategic Simulations Inc. 


A letter from your cousin Sven leads you to the city of [y= : 


Mitteldorf in search of the promise of excitement and 
adventure. When you arrive, you begin to follow a trail 


left by your cousin which takes you into the dark and ‘ : 


dangerous labyrinths beneath the city. Explore this : 
interactive three dimensional environment in a new (i | 


game format by Strategic Simulations. 
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Mario's NEwest ADVENTURE Is ©@ 
OMING SOON ON SuPER NES 


™ and Copyright 1993 ©Nintento. Copyright © 1993 The Software Toolworks, Inc. 

All Rights Reserved. MARIO IS MISSING™, MARIO™, LUIGH™, and BOWSER™ 

are trademarks of Nintendo. Super Nintendo Entertainment System ts a registered trademark 
and SNES is a trademark of Nintendo of America, Inc. | THESOFTWARE TOOLWORKS 
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Matrix Cubed 


by Strategic Simulations Inc. 


7 Inthe second game in the Buck Rogers science-fic- 
jtion role-playing series, you continue to battle the 


» {tyrannical forces of RAM in the service of NEO. Take 


7 0n RAM troopers, killer robots and mutants in the mis- 
sions assigned to you by the New Earth Organization. 
Each member of the team makes a special contribution 

7 with skills like piloting, first aid and combat abilities. 
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Sspelljammer 


by Strategic Simulations Inc. 

The Spelljammer AD&D gaming system comes to life 
©jin Pirates of Realmspace. Combining space travel in 
Fj incredible magical ships with the standard D&D feel, 


Pi this game is a new idea for most role-players. You 


| have to recruit crew members to man your star-span- 
ning vessel and survive the attacks by pirates and the 
» the hideous slaver race, Neogi. 


ee | ’ ae, # es s jad 
time | me Bl | Raeaa 
Le Lee coed is > flee | 1s 
MERNDTATAS BEAST. | he! , ire: 
Seas e Binns | SiN ‘i A 
BER Sy) bmi, Be: Hei nce | io, sa = a 
OM Rea a RIC ee AN 2) ag 
Pa stare esi ee a tay 
bry, y 54h) ae Bie 
28 pe? =f Te fesse 
per 5 4 iat j tis 
: feces) 00) | eels : ess 
Pitas tis WanL Maier ONE 5 w craw ih pig Si Fy 
{ “hs 153 faci 
tarts nat , : 

ah) TE 
Re | 


Treasures of the Savage Frontier 


by Strategic Simulations Inc. 


The sequel to Gateway to the Savage Frontier finds 
jthe six characters in an even more difficult situation 
than before. Their task is threefold: they must recover 
an artifact, free a captured city, and prevent a devastat- 
jing war that would destroy the Savage Frontier. Dis- 
cover the thrill of battle and the passion of romance in 
this AD&D game from SSI. 
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Prophecy of the Shadow 
by Strategic Simulations Inc. 


The healer, your master, has been foully murdered 
right before your eyes leaving you alone and friendless. 
A prophecy from the past indicates that you may be the 


only one that can prevent the end of the world when fi 


the Shadow Lord rises. This single character role-play- 
ing game uses a mouse- driven overhead viewpoint to 
make playing uncomplicated and enjoyable. 


The Summoning 


by Strategic Simulations Inc. 


The great need for a hero has forced the summoning 
of a champion from another world. You have been 


trained to the best of the abilities of those who called 


you. Now, you must work your way through the 


labyrinth in order to reach the Shadow Weaver’s 
stronghold and stop his evil forever. An easy icon con- 
trol system makes the game easy to play. 


Heimdall 


by Virgin 
The Norse god Loki has stolen three mighty weapons 
from his fellow gods and hid them in the realms of man. 
Without these weapons, the gods will lose the great 
battle, Ragnarok. Thus, they call upon the brave Heim- 


dall and his followers to seek out the items and return 
them to their owners. Discover the lifestyle of a viking 
hero as you travel the world in your Longship. 
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with computer gamers almost from 
the time computer gaming started. 


Before the notion of home comput- § 


ers, people were playing the all- 
text Adventure on networks. Since 
that time, RPG’s have become the 
choice relaxation method for many. 

While role-playing on computers 


| has had an interesting past, the 


future of this genre looks equally 
bright with many of the games 


| coming out in the near future. 


Sequels are a way of life for 
RP@’ers, and few games have had 


the sort of die-hard reaction as the 
Ultima series from Origin. The 


release of each new Ultima game 


| is anxiously awaited by fans, and 
| Origin’s hard work at improving the 
games for each new outing has 
/made the players of this series 
») legion. Not content with the add-in = 

> Forge of Virtue disk for Ultima VIIl, 3 
| Origin is planning on the release of Fa 
» Ultima Vil Part 2 in the very near 
» future. This half-sequel will pick up § 
> where Ultima VII left off. | 

| Fans of the Wizardry series from © 
| Sir-Tech Software are just as excit- 7% 
| ed by these games as the Ultima = 


fans. The company’s next release, 


while a RPG, will not be a part of | 
the same series, however. Realms | 
of Arkania: Blade of Destiny is | 
-based on Germany’s most popular : 
/pen-and-paper role-playing game | 
» Das Schwarze Auge (The Black fie 
| Realm). The game will feature im 
» twelve different character classes ™ 
and a catalog of over 200 spells. & 
An easy-to-use combat system @ 
| and a first-person perspective are aa 
_ also included. 


Role-playing has been popular : 
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One of the mo 


re inventive 


sequels is sure to be Might and I 
Magic: The Dark Side of Xeen ie 
from New World Computing. Com- I 
bined with Clouds of Xeen, the two fi 


products will make a total of three 


games; Clouds of Xeen, Dark Side § 
of Xeen, and a combination of the § 


two. Each of the three games will 
have a different storyline and a 
totally different ending. Expect 
Dark Side to use an interface that 
is virtually identical to Clouds of 
Xeen and to maintain the high 


quality established by the earlier Ha 


Might and Magic titles. 


SSI, who have made a name for ee 


themselves as the creators of the 


| Advanced Dungeons and Dragons | [ 
| games for the PC, will be bringing = 


out several new RPG’s in the near 
future. Among them are the hotly 


' awaited Eye of the Beholder Ill. 
The first two Eye of the Beholder @ 
games were done by Westwood, | 
© while this third game is being cre- 
fated by an in-house SSI staff. 3 
* There should be some exciting 
F changes from the original games in | 
| the series. Also coming from SSl is 


Dark Sun, based on an AD&D 


mer was. Dark Sun looks to be one 
| of the more interesting RPG's in 
| the near future. 


Perhaps the most exciting of the 
role-playing projects underway is 
Stonekeep from Interplay. This 


| From what we’ve seen so far on 
| this title, the final product should 
be very impressive and may turn ee 


le of the genre. The game moves | 
| very fluidly and looks have a con- 4 ™ 
j trol scheme that will take no time 
| to learn. Le 
Empire’s next title will be Cyber- 7 
| Space, and RPG based on a pen- 
| and-paper game. This product will 7 
| feature a first-person perspective 7 
| and a combination of bit-mapped 7 
| and polygon graphics, resulting in 9 
a very distinctive look. For the non- (3 
| fantasy game player, this game will 7 
be one to watch for, as it plants its (a 
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feet firmly in science fiction. 
Another long-awaited project is 


"Champions from Hero Games and 
» Konami. Also based on a paper 


Hy) RPG, Champions allows the player 


| alternate realm, much as Spelljam- fj 


Seren 


| game will feature a first-person [ie 
perspective and full-motion video. 


Not to be outdone by SSI’s Eye 


» of the Beholder III, Westwood is 
© hard at work on creating Lands of 
© Lore for Virgin Games. Westwood 
» Is viewing this project as if it were 7a 
fe their Eye of the Beholder III, and [uuu 
© plan to include an easy-to-use (= 
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combat and spell casting system 
and over 20 megabytes worth of 


compressed artwork. Lands of 


Lore should have an intriguing plot 


§ line and features beautiful art. 


Role-playing games are pushing 


/ games closer to the world we live 


| in. Both fantasy and science fiction ae 
ee RPG’s have increased in populari- | 
= ty and will continue to do so. | 


| to create and take on the role of a eee 
superhero with specific powers, (= 
— strengths, weaknesses, and, of Hi 
>) course, a secret identity. Just the 
| idea of being able to make your 
| own superhero is enough to gener- | 
| ate excitement about this game. 
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| the barriers between reality and (= 
» fantasy, bringing the world of the | : 


Welcome to the Financial Markets simulation 


game of movers, shakers and takers. It's a fast-- 


RAGS TO RICHES" 


He who ends up with the most toys wins. 


paced program that lets you become the 


master of your entrepreneurial destiny as you 


It can all be yours--the cars, yachts, planes climb the slippery Wall Street ladder to 
and other big time toys that will make you the financial success--the higher you get, the 
righteous ruler of conspicuous consumption. higher the stakes. 

But it does take some savvy moves, a few dirty So go ahead, get bullish on greed-- 
tricks, and, oh yeah, a little hard work. it feels good! 


Interplay Productions, Inc. 
17922 Fitch Avenue 
Irvine, CA 92714 

(714) 553-6678 


© 1993 Interplay Productions , Inc. All rights reserved. Rags to Riches is a trademark of Interplay Productions, Inc. 


To order RAGS TO RICHES™, call 1-800-969-4263, or see your local retailer. 


Power Modeler 


by Revell-Monogram 


Revell-Monogram, the world’s 
leading manufacturer of plastic 
model kits, introduces Power Model- 
er, a revolutionary new line of multi- 
media CD-ROM software. Power 
Modeler software helps you build 
exotic sports cars and high-tech air- 
craft, and then lets you race them in 
challenging driving or flight simula- 
tion games. 

Power Modeler will include a com- 
plete model kit for one of four fea- 
tured cars or planes; animated three 
dimensional assembly instructions 
for all four featured cars or planes 
that show users how model parts fit 
together; video model making tips 
on painting, gluing and detailing; fun 
facts about each car or plane’s per- 
formance and design; and an on-line 
glossary of automotive or aviation 
terms. 

The first title to be released will be 
European Racers. The kit will 
include a plastic model kit for either 
the Porsche 911 Slant Nose, the 
Bugatti Eb1110, the new BMW 


ut 


Nazca M12, or the Lamborghini 
LP500S. Future features will include 
American muscle cars featuring the 
302 Mustang, Chevelle SS 396, and 
the Malibu SS Pro Street. Revell will 
release hi-tech aircraft which will 
feature the AH-64 Apache Heli- 
copter, The F-14A Tomcat, the A-10 
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Thunderbolt Il, and the famous F- 
117A Stealth Fighter. All of these 
titles will be available before the 
Christmas season! 

The CD-ROM software can be 


tally recorded sound effects and 
Original music; and soft-compressed 
video (real video) vignettes filmed 
with actors and actresses. Not only 
will you be able to see how all of the 


= 


POWER 


EWROREAN 


KAGERS 


used on any IBM-compatible com- 
puter that meets the multimedia 
standards (this would include a 386 
or higher, VGA, SVGA and a sound 
card). 

The software will feature 3-D ani- 
mations and fantastic graphics; digi- 


TECH SPECS 


Revell-Monogram 
Formats: | PC / compatibles 
ee VGA, SVGA (REC) 
wassneee © Sound Blaster / 

compatibles 
Model building 
Available: 
Retail Price: >/0.00 


pieces go together, but there will be 
closeups of the selected parts. You 
can also view the assembly process 
in almost any position you wish. This 
is not only a great product for adults, 
but kids will be able to build their 
own model without the help of mom 
and dad. They can say they did it 
themselves! 


Ultimate Challenge 
Golf 2.0 


by Friendly Software, Inc. 


Unlike previous games which sim- 
ulate the look of golf, Ultimate Chal- 
lenge Golf 2.0 replicates golf itself, 
allowing the user to employ authen- 
tic course management strategies in 
planning and playing each shot on 
highly precise, painstakingly pro- 
grammed courses. 


Teeing off is a lot easier than other games, 
and you don’t have to have good reflexes. 


In Ultimate Challenge Golf 2.0 you 
will be able to select course, pins, 
tees, weather, course conditions, 
clubs, player characteristics and the 
type of ball to be used. To play, 
select the club and plan attempted 


ULTIMATE CILALLENGE™ 


aE 


aim, swing effort, spin, and height 
based on 22 primary factors involve 
distance, lie, player characteristics, 
weather and course conditions. 

The complex core program deter- 
mines shot based on individual shot 
decisions and hundreds of other fac- 
tors. The core program, not your fin- 
ger reactions, determines how far 
the shot goes! 


TECH SPECS 


Friendly Software 


‘Formats: | PC / compatibles 


wear EE Pie 
pee Major sound boards 


Available: 2nd Quarter, ‘93 


Retail Price: 


Some of the changes from the first 
version Ultimate Challenge Golf are 
as follows: There will be no copy 
protection, the graphics are now in 
3-D and include digitized images of 
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You can look at your score at any time and 
you can see anyone else's. 


fairway, sand, water, and the rough. 
There will be no painting errors in 3- 
D. Trees will be precise with respect 
to location and size! There will be a 
better instant replay feature and bet- 
ter tee markers and flags. The user 
interface will be more compact and 
with smooth fonts, have a much bet- 
ter look. There will be multiple pages 
of characteristics. Players will be 
able to turn user interface on and off 
to provide a full screen view of the 
hole. 
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Hind Birection: 


The prevailing winds will have an effect on 
your tee shot, so plan carefully. 
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b & Ugile Fame 


From here you can choose what course to 
play or practice. 
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Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hotiest 
video game action you can find. 


EGM Is the only mag loaded with 
special pull-out strategy guides, Killer 
maps and super secrets that will send 
your scores soaring! 


You tind all iiis and more only in the 
Biggesi and Best video game maga- 
Zine! BEINeTISI1O GET every AClion- 
packed page delivered to your door by 
SUBSCHDINGIOaGgy:” 


OUAR TERMA WN 
NEWSLE fe" 


FREE! 


Now you canYearn more about 


BECOME A VIDEO GAME VIP. fie video game industry inanvever 
before wiih,a substsiption to ESM! 
& GET 12 OF EGM & Q-LETTER! Bound-nwilhyourspecial*copy 
Get 12 issues of EGM plus Q-Letter for only $27:95! $79.95 of EGM you'll find an incredible 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 newsletierfrom.the.guru.of.gossip 
=e Name - Quarfermann - ai.no additional 
42 only FAN eae charge! As a subscriber you'll 
519.2 05) i crc! Sn Shavevaccesstointormiationso 
<i ___PaymentEnclosed __BIlIMe provocative it can't even. get into 
FeuecrRontc | Credit Card Orders: EGM! Only Quarfermann can 
| Segoe = —— Me aeliver thiskind of info;inciading 
ih ee oss °°». © Quartermann'sy¥first game reviews! 
VN a Signature Don't miss out! 


For Faster Service, Call Toll-Free: 


1-300-444-2884 


ACT NOW - Get your subscription to EGM today! Secure these rates by sending payment today or check bill me and an invoice will be sent. Make 
check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via airmail only $100.00 
Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 


money order, or any other type of check or money order that would go through a U.S. branch bank.) All foreign orders must be prepaid. Please allow 
6-8 weeks for your first issue. MPLP3 


Ohi all new generation of gambling 


software offers more games, more features 
and more realistic action than ever before. 


Capstone Software proudly presents I» oats 
the most authentic . | GY Faia? 


casino simulation on the market today! 


Super VGA Graphics and Super Sound 
Multi-Player Capabilities including 
Modem and Network Play 

All the Popular Casino Games 


- BLACKJACK ~- VIDEO POKER 

— ROULETTE -—36 SLOT MACHINES 
—~BACCARAT -—-4TYPES OF POKER 
~KENO (5-Card Draw, 5 and 


_ 7-Card Stud, Texas 
lala Hold ‘Em) 


From the clever Create-Your-Own Casino Characters’ to the handy 
Help screens and pay-out ratio charts, you'll find a wealth of 
‘extras’ to enhance your gaming enjoyment. 


What people say about software: 
The next best thing to being in Atlantic City." Lexington, MA 
‘Great graphics! A real enjoyment!" Boca Raton, FL 
‘Brilliant and outstanding!" Garland, TX 
‘Very comprehensive. | enjoy it all." Camp Hill, PA 


‘It's like I'm sitting in a casino... 
Keep up the fantastic work." San Jose, CA 


Monte (ano asine 


Trump Castle is a registered trademark of Trump's Castle Associates. 


CIRCLE #146 ON READER SERVICE CARD. 


00% compatible 286 / 
386/486 PC Systems with 640K 
RAM (600K free) and Hard Drive. | 


IBM and | 00% 


See your software dealer or call: 


woes THE PINNACLE OF 


ENTERTAINMENT SOFTWARE FL Res.: (305) 591-5900 
for MC/Visa/AmEx ORDERS 


Prince of Persia 2 
by Broderbund 


_ When people think of great action 
games, one that often comes to 
mind is the now classic Prince of 
Persia. Featuring excellent anima- 
tion, non-stop action and an interest- 
ing story, Prince of Persia enthralled 
game players. Get ready to be excit- 
ed again, because Broderbund is 
developing Prince of Persia 2. 
When the man who was to 
become the Prince of Persia first 
came to that mystic land, he was a 
_ stowaway on a ship. The Sultan of 
Persia was away from the kingdom, 
_ fighting a war in a foreign land. The 
- poor stowaway climbed the walls to 
the palace to see the Sultan’s 
daughter. Much to the dismay of the 
-Sultan’s Grand Vizier, the two fell in 
love. The Vizier, Jaffar, wanted to 
marry the Princess himself, so he 
ordered the young man jailed. The 
young man escaped, however, and 
destroyed the evil magician. 

When the Sultan returned and 
heard of Jaffar’s treachery, he 
offered the young man wealth and 
power, but the lad only asked for the 
hand of his daughter. The Sultan 
agreed and the two were married. 
They lived happily for eleven days. 
Then, disaster struck the new 
Prince. 
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The sword on the floor will replace the one 
that broke earlier. 


As he walked to the throne room 
on the morning eleven days after his 
marriage, he felt a strange chill 
come over him. Walking into the 
throne room, he felt the eyes of the 
assembled people staring at him. 
When he questioned his bride about 
why she stared, he was shocked to 
see himself standing behind her! 

This image of himself glared at 
him, and as the Prince watched, its 
face became that of Jaffar! The evil 
magician had returned to claim the 
Princess and destroy the new 
Prince. This was a terrible shock 
indeed, especially when the Prince 
heard Jaffar order the guards to kill 
him! 

As the guards surrounded him, the 
Prince eluded their grasp and dove 
through a nearby window. Now, he 
must escape from his adopted coun- 
try and discover a way to break the 
evil power of his enemy. Only then 
will he be able to safely travel back 
to Persia and reclaim his seat of 
power and his wife. Jaffar must pay 
for his treachery! 


Be careful where you step! Trigger mechanisms on the floor may activate traps to 


hurt or kill you or may block possible ways of getting around, as shown here. 
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Excellent animation and attention to detail 
give this game its unique feel. 


The game starts with the Prince 
crashing through the window as he © 


tries to escape from the palace oe 


guards. Not wanting to hurt them but — 
finding no other way to survive, he © 
must draw his sword and face his | 
own men as he races across the 
rooftops of the city. The guards, 
believing the Prince to be an 


imposter, are relentless in their 


attack. Jumping from roof to roof, 
the Prince makes his way to a boat 
that is pulling out of the harbor, leav- 
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Combat is quick and easy to learn. Fighting 
successfully is another matter. 
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Broderbund 


‘Formats: (| PC and compatibles# 
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‘ge Most major sound 
boards 
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hb 
to win it back! 


ing Persia as he arrived. When the 
ship is destroyed, his adventures 
really begin. 

In Prince of Persia 2, you must 
fight and think your way through 
many levels filled with dangerous 
traps and fearsome beasts. Time will 
be your greatest enemy, however, 
because each misstep and trip 
down a dead end will steal away 
precious seconds that may make the 
difference between destroying Jaffar 
and losing the Princess forever. 

Like the original Prince of Persia, 
the sequel contains excellent anima- 
tion and graphics. Broderbund has 
cut no corners in making this game 
as visually exciting as possible. The 
Prince, as well as the men and mon- 
sters he battles, have their own per- 
sonality and ways of moving. For 
example, when the Prince draws his 
sword, he really draws it from his 
belt. When he jumps, he crouches in 
preparation, and when he leaps fora 
ledge, he pulls himself up in very 
fluid animation. 


Be careful, or the untimely fate of this 
skeleton could be yours! 


: LEUFIL 4 - 
As the Prince of Persia, you must fight your way out of the kingdom and then battle 


Prince of Persia 2 also contains a 
richly scored soundtrack and numer- 
ous digitized sounds. The music is 
interactive, providing cues to the 
action going on around you. When 
the Prince is attacked, the music will 
change without jarring your ears. 
This helps give Prince of Persia 2 
the feel of an interactive movie in 
which you are taking the title role. 

Puzzles must be solved, artifacts 
must be found and fights won or 
avoided if the Prince is going to 
make it back to his love. To suc- 
ceed, you will need to master jump- 


Visit strange and exotic locales in your 
effort to destroy Jaffar. 


Devious traps and pitfalls await the Prince. 
Some are more deadly than others. 
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Cut scenes like these help move the story 
along as you play. 


ing and fighting, find potions to 
increase or restore the Prince’s hit 
points, and more. Find a magic car- 
pet to take you to a ruined castle. 
Discover the secret of entering the 
caves. And always be alert. The 
floors of virtually every level are 
lined with traps. Some only injure 
you, while others are designed to 
separate the Prince from his life. 

Beautifully illustrated cut scenes 
between levels add to the overall 
experience of Prince of Persia 2. As 
you progress, you learn of the many 
twists the plot takes as the Prince 
struggles to return to Persia. Can 
you help him destroy his enemy and 
reclaim the throne or will there be a 
new Prince of Persia? 
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~ QuarterPole 


by Electronic Arts 


Electronic Arts, makers of some of 
the finest sport games for the com- 
puter, add yet another to their series 
of accomplishments. QuarterPole, 
scheduled for release in May, offers 
the horse racing fan all of the thrill 


SAWING 


The raceway views show the incredible 
detail provided by the VGA graphics. 


and excitement of the actual sport, 
without the irritation of losing money 
when betting! 

According to Skip Haughay, man- 
ager of MicroLeague’s Research 
and Development team, the game 
was designed as more than a simple 
“let the ponies loose and watch them 
run around the track” rip-off: “We 
weren't content to produce merely 
another sports simulation. With 
QuarterPole, we want the players to 
feel as though they were actually 
visiting the park. Our Studio System 


reat 
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Ahead, 
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see the entrance 


to the grandstand. 
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nsists of having the player walk from place to place within the 


horse racing park. This feature adds an adventure-style feel to the overall simulation. 


technology adds this real-world 
experience which makes Quarter- 
Pole much more than just watching 


TECH SPECS 


Developer: MicroLeague 


PC \ compatibles 
VG 


Major sound boards 


heme: Sports 


Available: 
Retail Price: 


animated horses running around a 
track.” The game really does make 
the sport of thoroughbred horse rac- 
ing come to life. The developers 


eis 


Downs ! 


SUP GRY SE IT MEETING 
$3 30 eo ae 


Play the ponies without losing your shirt! Get ready for a fun day at the track with 


QuarterPole from MicroLeague. 
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desired to make the player feel as 
much a part of the game as possi- 
ble, which is why they produced a 
multi-faceted simulation, providing 
more than one would expect from 
this particular sport. It is definitely 
not just a observed arcade-style 
game. In fact, the game itself is 
more like an experience than enter- 
tainment. 

Using MicroLeague’s proprietary 
Studio System technology, Quarter- 
Pole provides the user with an inter- 
active adventure in thoroughbred 
racing. The player may wander the 
track grounds visiting the stables, 
the jockey lounge, the track commis- 
sioner’s Office...all in a first-person 
point of view using highly detailed 
VGA graphics. 

QuarterPole offers the interactivity — 
of an adventure game, the statistical 
modeling of a sorts game, and the 
challenge of a role playing game. 
For any fans of the sport, or anyone 
interested in an game with interest- 
ing features, QuarterPole will satisfy! 


Naturally, a good jockey must have his silks 
color-coordinated and flashy! 


Freddy Pharkas, 


Frontier Pharmacist 
by Sierra 


He was born in old St. Louie, 
By the age of four Dad knew 
he was the 
Best little crackshot the West had 
ever seen. 
By the time he reached pubescence, 
He could outshoot all the adolescents 
West of Durango and north 
of Abilene. 


Pharkas, Freddy Pharkas. 
Famous gunslingin’ deputy 
Freddy Pharkas, Freddy Pharkas 
Frontier hero to be. 


war 


Freddy will visit some of the customary 
saloons of the old west in his adventure. 


But the Ballad of Freddy Pharkas 
goes on to tell us that our young 
hero wasn’t very successful as a 
gunslinger. When he met up with the 
dangerous outlaw Kenny, Freddy 
had his ear shot off. With this, Fred- 
dy decided to hang up the six-shoot- 
ers and studied his first love, phar- 
macology. Now, armed with his col- 
lege degree, Freddy comes to tame 
the wild western town of Coarsegold 
and win the heart of Penelope. 


iz 
4 


hat’s too bad, Sal,” you offer. | 
"Do you have any ideas about =| 
how to increase business?” 

: oo | ay 4 


Pop-up dialogue windows make the conver- 
sations easy to follow. 


Now Freddy is up to his ears (well, 
ear) in trouble. His pharmacy was 
doing all right, but the corrupt sheriff 
wants to shut him down. And to 
make Freddy’s life really hard, 
there’s news that the terrible outlaw 
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‘Formats: | PC / compatibles 
VG 


Most sound boards 


Available: | Now 


A 
Retail Price: 


Kenny is back riding the range and 
headed for Coarsegold. Freddy is 
trying to win the heart of the school- 
marm Penelope, but he hasn't told 
her about his gunfighting past. The 
only way to save the town and his 


dream of running a pharmacy may 
be to fight it out, but he risks losing 
the love of Penelope if he does. 


This game certainly features some rather 
innovative camera angles. 


Freddy Pharkas, Frontier Pharma- 
cist will contain the same brand of 
humor that made Leisure Suit Larry 
such a hit with gamers. Everything 
from gunfights to Indian sidekicks 
and western saloons to flatulent 
horses has been given the treatment 
by Al Lowe’s wicked sense of 
humor. 
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it’S OFFICIAL! STREET FIGHTER 2 IS COMING TO SECA 
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ROLLING | 
PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - THUNDER 3 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! STOR! ENESIS! 
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ADDRESS 
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Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 
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Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order , or any other type of check or money order that would go through a U.S. branch bank.) All foreign orders must be prepaid. 
Please allow 6-8 weeks for your first issue. Bi-monthly issues will be mailed thereafter. F0Q1237 


CGR PREVIEWs 


Lands of Lore 


by Virgin Games 


The designers of Eye of the 
Beholder | and II are planning the 
game that they consider their ver- 
sion of Eye of the Beholder III. 
Lands of Lore, created by Westwood 
Studios and Virgin Games will fea- 
ture an exciting quest and an inter- 
face that is easy to use. 

In Lands of Lore, an army of evil is 
encroahcing on your lands. The 
king, Richard, cannot withstand the 
onslaught, and his kingdom falls. 


f 
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Westwood/Virgin 


‘Formats: | PC / compatibles 


Most sound boards 

heme: 
Available: 2nd Quarter, ‘93 
Retail Price: 
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The evil witch Scotia has ravaged 
the kingdom in her quest for power. 
She wants the throne, and in spite of 
her rampage, she has not been able 
to attain it. You are all that stands in 
her way, and she is getting desper- 
ate. She wants your head. 
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Lands of Lore will contain over 20 
megabytes of artwork and special 
effects. When in combat, you’ll hear 
the clash of steel and the screams of 
your dying foes. The gorgeous art 
accompanies your quest to stop 
Scotia’s evil. 

As you travel, you will have to dis- 
cover those who want to help you 
and those who wish your destruc- 
tion. The interactive game will allow 
you to fully interact with the people 
and places you encounter. 

Lands of Lore features an 
automapping feature for the numer- 
ous forests and ruins that you will 
explore. And when you do meet up 
with dangerous foes, the combat 
and spelicasting system will be easy 
to learn. 


Ready . . . for our extensive 
selection of software 
at low, reasonable 
rates? 


Set... for thousands of titles 
for your IBM, Amiga, 
Atari, Mac, CD Rom, 
& Gensis? 


Go... Call now for a free 
listing 


1-800-433-2938 


Wedgwood Rental 
5316 Woodway Drive 
Fort Worth, Texas 76133 
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Konami, 0 one 3 the major saliwale 
development houses, has partner- 


ships with many other developers. 
One of the most significant partner- 
Ships is with Park Place/Spirit of Dis- 
covery. With over 80 employees, 


Park Place Productions/Spirit of Dis- 


ware developer in North America. 


tional titles like Body Illustrated and 
_ Facts in Action to entertainment 
SS products like Batman Returns, NFL 
_ Video Pro Football and Beat the 
House to productivity packages like 
Draft & Print, Spirit of Discovery cre- 
2 ates software for the entire market. 
Draft & Print is a drafting program 
created for the everyday user who 
doesn’t need or can’t afford an 
extensive CAD system. It comes 
with a full tutorial and is fully 
editable. allowing you to make 
changes on your creations without 
starting over. Special features 
include exact measurements that 


covery is currently the largest cele | 


Spirit of Discovery has created 
games and software in virtually — 
every major category. From educa- 


can be placed directly on the draw- 
ings, square footage and angles. 
Body Illustrated is sort of the com- 


puter version of Gray’s Anatomy. 
This complete guide to the human 
body is useful to students or anyone | 
interested in finding out how the > 
body works. Over 350 anatomical © 


parts in 13 different systems are 
included, each with a digitized pro- 
nunciation of its name. The encyclo- 


pedia option allows users to access _ 


any anatomical part and accompa- 
nying text. 

Spirit of Discovery has not denied 
computer users their entertainment, 
either. Beat the House is a gambling 
simulator and tutor for one to four 


players. With this product, you can 


learn the odds at craps, roulette, 
blackjack, four different styles of 


video poker and several slot. 


machines. When you are in a jam, 


the pop-up tutor can help you out. 


For the real gambling enthusiast, 


Beat the House also comes with 


Avery Cardoza’s 160 page Beat the 
House Companion. 
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- games being played. From the main 
_ video room, you can pick a game 
being played and affect the outcome 
~ to your liking. When you’ve done all 
- you can for one team, you can jump a 


video footage is included for each co 
playyourun. 


NFL Video Pro allows players to access four- 
teen football games at once! 


The Dark Knight is back i in Spirit of Discov. ee 
ery’s Batman Returns. . 


For football fans, Spirit 0 of beer ae 
ery created NFL Video Pro, a game 
that allows access to all fourteen 


into another game and change the <= 
outcome of that one. Live-action © 


For action enthusiasts, , Batman 
to the eompulok screen. Vea a 
take the Dark Knight through his — 
paces as he tries to clean up the — 
streets of Gotham City and defeat __ 
the evil Catwoman and Penguin. | 
The plot mirrors that of the movie, —_© 
putting you in the role of director. 

Spirit of Discovery also has a 
bright future, with several new prod- 
ucts on the way and some major 
announcements to be made at the  —_—T 
Summer CES in June in Chicago 
this year. 

With Spirit of Discovery’s dedica- 
tion to excellent software in all cate- = 
gories, computer users and comput- 
er gamers are sure of finding some-  —_ 
thing to like on the shelves of their | 
local software store. Co 
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“Sound that’s rich and 
clean, clean, clean” 
— Strategy Plus 


“Hot, very very hot” 
— PC Review 


“The cutting edge of 
sound technology” 
~ PC Entertainer 


“Well worth the wait” 
— PC Games ; Z 
Software Developers 


Access Software Computer Associates Impressions Sa 

Accolade Cool Shoes Software Interplay Productio: 
Activision Dr. T's Music Software Knowledge Adventure 
Amtex Software Dynamix Inc. Legend Entertainme’ 
Animotion Eclipse Technologies LinEL 

Apogee Software European Software Creators Lips Software 

Artic Software Floyd Design LucasArts 

Artworx Software Great Games Mathematica Incorporatec 
Asymetrix Hollyware Entertainment Megatech 

Autoskill International Howling Dog Systems Micro League 

Bekir Associates Human Machine Interfaces Inc. Microprose 
Capstone /Intracorp IBIS Miles Design | 

Centennial Research Icom Simulations MKS Informatique — 


PC Games Hardware : . : 
ready to try the absolute best | 
eee ok ae card on dee saaslenk Socieed’ Ad LID MultiMedia Uirect 
The one that PC Games and PC 
Entertainer have named “Hardware 1-800-463-2686 
Product of the Year”? Are you ready to | | 
make a RISK-FREE investment ? Then Order now to receive extra special 


you're ready for the AdLib Gold! That's Gold Software - Absolutely FREE! 


, : —_ Available from Ad Lib MultiMedia 
right... AdLib MultiMedia is so confident + AAD Geta t06e #179 


in the Ad Lib Gold 1000 Stereo Sound ° AdLibPC Video $399 
Adapter, we are offering a 14-day money- ...and much more! 
back guarantee. So pick up that phone shearer 
and dial AdLib MultiMedia Direct... you Henigaand wenciine, 
don’t even have to pay for the call... Ad Lib All prices in US dollars. 


1-800-463-2686 !!! MultiMedia 


Ad Lib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 

Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 

Compatible ©1993 AdLib MultiMedia. AdLib, Ad Lib Gold and Ad Lib PC Video are trademarks of Ad Lib MultiMedia Inc. 
Version 3.1 Other names are trademarks of their respective owners. 
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Welcome, Roger Wilco, to 
the Space Quest Academy. 
Your day starts out in an 
intense training mission . As 
captain of the Excalibur, you 
find yourself in some real 
trouble. A massive blast to 
port rocks the ship, and you 
franticly yell for the shields, 
but find out that it is too late. 
Another blow hits the Excal- 
ibur! Before you can give 
out another order, an incom- 
ing message appears on the 
screen. Uh, on. Now you 
have done it. 


‘aii i SoBe Nishi 


| Like every training facility, you can use the 
_ Simulator, but don’t get caught ! 


You are ordered to get out of the 
simulator and get to class. When 
you find the classroom, you find out 
that you have a big test today. Did 
you study for it? Of course not. So 
_what does an ordinary space cadet 
do if he didn’t study for his test? 


Simple—he cheats. But what is the. 


best way of cheating, you ask? 
Looking on the paper of an alien that 
has a large head and big eyes. 
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Roger is back 
and has 

been pro- 
moted in 
this latest 
series. As 
captain of 


Surely he must know the correct 
answers. One thing not to do is look 
on someone else's paper when the 
spotter droid is looking your way (as 
in the picture above). If you do, you 
will be ejected from the academy 
with a one way ticket to nowhere! 


y 


his own ship, there 
will be no more 
janitorial 

duties for 

Roger. NOT! 
Once a janitor, 
always a janitor! 


After you have successfully com- 


pleted the test, it is time to do some 
cleaning. Find the closet and take 
the items you think you will need. 
Make sure the cones are included. 
Once you find the emblem, you have 
to clean it until it sparkles. The best 
way to do this is to use the mouse 


Well, Roger, it looks as if you will end up 
cleaning after all! 


with rapid clicking, while you move 
Roger over the surface. You must 
clean the entire emblem. When it 
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has been cleaned satisfactorily, the 
program will automatically continue. 
Next, you will meet captain Quirk. 
He is not a likeable sort, is he? After 
his little chat, Roger's test score is 
about to be processed. Even Ein- 
stein flailed, so what kind of chance 
do you have? Thanks to a little 
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mouse that CGR calls “Sparks,” 
Roger just may have a chance! 

It is time to go back to the class- 
room and look at your test score! 
Yes, Sparks has helped you pass. 
You will be forever in his debt for his 
act of bravery. 


This beaming smile indicates that Roger 
Wilco is no longer a cadet, but a captain! 


Well, Captain Wilco, it is time to 
see your own ship. It is of the 
Hoover class, named “Eureka.” First 
of all, a captain is only as good as 
his crew, so get to know them! Your 
communications officer's name Is 
Flo. Flo is—how shall we say this— 
more interested in the art of nail fil- 
ing than her actual 

job. The best 
» advice to give 
about Flo is 
“stay on her 
good side”. Next 
to Flo is the navi- 
gation officer. His 
name is Droole. Droole is at least 
somewhat capable. He can navi- 


. gate, but his real 
™> strength lies in 
ea Paddle Ball. 
Lastly, there 
is the chief 
engineer, Cliffy. 
Cliffy is probably 
the best crew mem- 
ber you have, and frankly, that is 
really scary. Cliffy is 
rude, slow, and 
generally hates 
taking orders 
from anyone. 

Okay Roger, it 
is time to get 
down to business. 
Order Flo to hail StarCon, and have 
Droole lay in a course for your very 
first garbage pick up. 

Note: We will not give out any 
coordinates to planets, because: 
1) it is the copy protection, 2) 
Dynamix would kill us, and 3) it is 
a riot to read the copy protection. 
Bottom line is, go out and buy the 
game; it is worth it! 

When you reach your destination, 
Flo will find the waste beacon. When 
she does, order Droole to activate 
the RRS. You have completed your 
first mission. Well, maybe not. You 
will soon be getting a message from 
your Chief engineer. He will say that 


You first mission as captain is to pick up 
the intergalactic space junk in your galaxy. 


a life form has been sucked up with 
the trash. Before you tackle this 
problem, remember to set your coor- 
dinates for your next trash pickup. 
Now you are able to explore the 
ship. First, push the button on the 
wall and the trash will spill out with 
Spike! Who (or what) is Spike? He is 
a cute little alien. Are you wondering 
what the catch is? Well, he does 
have one minor problem. His natural 


way of reliev- 
ing himself ar 
causes 
acid to g 
spill all — 
over every- 
thing . gee 
This is @& 
bad fora 
metal ship 
that has to be 
intact to support 
life. Your first pri- 
ority is to stop Spike from destroying 
your ship! 

There is a tool box somewhere in 
the area where you found Spike. In 
the tool box are some items that you 
will need later on, but more impor- 
tantly, there are some antacid 
tablets that can help ease Spike’s 
problem. After you find the tablets, 
you must find Spike! He is roaming 
the ship. You must have the antacid 
tablets to find him! Now, another 
bothersome problem arises. Where 
do you store this little guy, who can 
cause so much damage? When you 
find him, there is a special place in 
the same room to store him. By now, 
you are at your next destination, so 
order Droole to hit regular speed. 

Uh, oh! The ship that you have just 
encountered is obviously more pow- 


Spike 


erful than yours, so be cooperative 
and beam down to the planet. 


= iii 


You are in some real trouble now, Roger. 
This ship is not messing around! 
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This is one of the more difficult 
parts in the game. You had better 
save your game before continuing. 
You will have only so much time in 
this part of the game because the 
woman on the ship is quite impa- 
tient! Find the place with the tree 
trunk that has fallen across a chasm. 
Don’t enter the log just yet. First, 
walk up to where all of the trees are 
growing. Can you say, “oops?” Yes, 
that was the correct thing to do. 
When you get your bearings, go 
back to the log. Did you bring your 
stick? Better go get it. Cross the log. 
You need a piece of fruit from the 
tree to your left. We won't tell you 
how to get it, but you have to be 
quick. After you have the fruit, go to 
the alcove room, and take the left 
tunnel. 

The Big Bad Metal Babe will be 
there, so you will have to do this 
next part rather fast. Exit through the 
left tunnel. Now, quickly jump across 
to the other side, and climb the big 
rock. You must make this rock fall 
somehow, and you should have the 
proper item by now. Go back to the 
beginning screen. The Metal Babe 
will spring from the water. Now, the 
tide has turned, and you are chasing 
her. This time, enter the log and wait 
for her to ARREST: This ki is where the 


i fruit comes into play. When you get 


back to the area where you beamed 
down, Cliffy will be there, picking up 
the pieces. After this sequence, you 
will beam back to the ship. Did you 
remember to take the Metal Babe’s 
head by the log? If you not, now 


Woury be ne time to RaSe iatiel 
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game. Beam back up to the ship. 

Give the head to Cliffy, and he will 

give you aniteminreturn. — 
Remember the ship that the Metal 


Babe came in on? Wouldn't you like 
to have that ship? Well, keep dream- S 
ing. You can, however, take the __ 


compute, ‘slow ¢ Son We 


cloaking device using the item that _plce of 
Cliffy gave you. Beam back down to ~ commur 


how to enter the ship on your own. 


When you get into the ship, find the _ will rec 
panel where the cloaking device. is Goli 


located. There is a sequence to. 
open it. We won’t give you the entire - 
code, but here is what needs to be © 


done. The top left panel will have to shi 


be opened first, followed by the top ~ ane ne 


right, then the bottom left, and finally _ the 
the lower right. Take the cloaking oe 


device and return to the ship. 


It is now time for shore leave, so oF 
set the coordinates and enter light bea: 
speed. You arrive atthe bar and Flo ___ activat 


and Droole are already out the door. 


When you get into the bar, go over 
to the table and sit down. When the ~ 


salesman comes over, don't buy left. Y J will 
anything. You will be given a free _ sticky situat 


sample. 


Even garbage scow captains need time to 
relax, but trouble will find Roger! 


At this time, your wonderful cap- 
tain friend will appear and challenge 
you to a game that resembles Bat- 
tleship. Try putting all of the ships on 
the first sector. When you win, Cliffy 
will get into a fight, and will be 
thrown in the slammer. It is up to 
you to get him out. You will need 
Spike and some Space Monkeys to 
get Cliffy out of jail. 

Now, it is time to go to Clorox Il. 
When you arrive, beam down to the 


planet. After Droole leaves, walk to 


the only building that you can enter. 
When you walk to a certain spot, 
you will be mauled by a hideous 
creature. He will try to change you 


have 10° ‘save yo ur love Lis e to 
what Bea says, then put her in th 


icon and read the directions on. how 


deep freeze chamber. Use the eye 


to cool an admiral. Return to the 
bridge. When the Goliath attacks, 
order Droole to take evasive action. 
Now would be a good time to save 
your game. 

You choose your. own fate in this 
sequence. After the correct choice, 
Cliffy will go out on an EVA and will 
get lost. You have to go get him. 
Remember to take the extra oxygen 
in the landing bay, and wait until you 
get Cliffy in a locked position before 
grabbing him. In the events to follow, 
there will be a maze that is not that 
hard to get through. The one piece 
of advice to give you is to wait for 
the guard to leave the room before 
you enter the hallway. | hope you 

have as much fun play- 
mm. ing this game as | did. 
Good luck, Captain 
Wilco! 


-Rick Zalud 
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“Rome wasn’t built in a day. How 
long will it take you?” With this inter- 
esting quote, Impressions brings 
you the incredible Caesar. This is 
unlike any simulation yet released 
for the computer. It combines ele- 


ments of military strategy with the 


much larger quest of creating and 
maintaining a thriving community in 
the ancient Roman Empire. 


The overall goal in Caesar is to 


get promoted all the way to the glori- 
ous title of “Caesar.” This can only 
be accomplished through the devel- 
opment of your given province into a 
veritable “cash cow” for the empire. 
Once this is done, you will be 
assigned to greater and more presti- 
gious provinces that will not only 
give you a greater challenge, but 
also provide you with more opportu- 
nities to expand your title. Again, 
the key to expanding your favor in 


the eyes of the empire is to create 
and maintain a profitable communi- 
ty. To this end, you are given com- 
plete control as to how you want ~ 
your capital city to be built, the num- 
ber of people you want to inhabit it, 
its industry, trade relations, industry 
and individual tax rates, amenities, _ 
housing, administration facilities, : ae 
and just about every other aspect | ae 
you can imagine when constructing __ 
a city. When you start the game, you 
must remember that you have to ~ 
make every important decision that os 
affects your community. eae 
As the scenario begins, the cur- Les 
rent emperor will provide you witha — 
province in which you may begin — 
your quest for control of the empire. —’ 
You use two levels of | 


Reservoir |" 


On the Provincial Level, you'll make deci- 
sions regarding patrols and trade routes. 


construction/action when playing the 
game: the Provincial and City levels. 
Each has certain aspects that are 
particularly helpful in the creation of 
a thriving province. 

The first thing to take care of is on 
the Provincial Level. In order to keep 
your city safe from barbarian attacks 
during the early stages of construc- 
tion, you should immediately put 
your cohort of Roman Soldiers on 
patrol. This is done by simply click- 
ing on the “Warrior Patrol” icon, and 
then clicking once where you want 
the patrol route to begin, and then 
again where you wish it to stop. The 
cohort will immediately start to patrol 
this defined area. It is a good idea to 
create this patrol area near the capi- 
tal city icon, so that the cohort will 
have time to respond to a quick 
attack on the city itself. Once this is 
accomplished, you should set to the 
rather immense task of building your 
capital city. 

The City Level is where you will be 
spending the majority of your time. It 
is on this level where you will create 
a large and dynamic capital city, 
which should eventually grow into a 
thriving metropolis. The first and 
most important consideration to 
make when trying to decide where to 
begin construction of your city is the 
availability and accessibility of water. 


Sys arcs 


def bt dat bY seca eres 


PEA TM 
ist bet Get be Pi, 


ee ee 


Water is of vital importance when beginning 
to build a capital city. Use it wisely! 


In Caesar, water generally means 
life. You should pick a spot near a 
large body of water or along a river. 
In fact, the most beneficial areas for 
future expansion lie between water 
sources. If your city begins to 
expand at a rather hurried pace, be 
sure to aim for another source of 
water. 

You develop your city by creating 
buildings, roads and other structures 
to keep your population growing. 
Which buildings should you build? 
Well, the most important building to 
construct when starting a capital city 
is your forum. This large, open 
square is the administrative center 
of your city, as well as a major meet- 
ing place and a social center for the 
people. Obviously, when beginning 
the game, you will want to be a little 
careful with the overall cost of every- 
thing you construct. The construc- 
tion cost of each and every item to 
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Consult the many reports available to you 
when expanding your empire. 


build is given in the corner of the 
icon once you click on it. Frugal 
expenditure of your province funds 
is a key aspect in attaining your 
goals. Therefore, it may be wise to 
build one of the smaller forums, 
preferably a Caelian or Esquiline. 

Once this is accomplished, you 
should lay out a simple, yet effective 
network of roads. Begin by sur- 
rounding the forum with a road. 
Then, branch the roads off in differ- 
ent directions, leaving ample space 
between them for constructing hous- 
ing, baths, industry, etc. Be careful 
no to go crazy, building extensive 
roads with no apparent plan. Just 
visualize what you think would be 
effective, and construct the first few 
roadways towards that end. 

Next comes housing. “Plant” 
homes (first seen as tents) near the 
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The Romans were known for their fondness 
of baths. Build many of them to keep clean! 


forum. As stated before, water is 
extremely important, and should be 
taken care of as soon as possible. 
Using the pipe/reservoir tool, posi- 
tion the icon on the water source 
(river or large lake) and drag to 
begin laying the pipeline. Once you 
have constructed enough length and 
have brought the pipe near the 
homes you just constructed, use the 
fountain tool to make a convenient 
water receptacle for the nearby 
homes. You should notice an almost 
immediate effect. Once the people 
are provided with a steady water 
source, their homes should begin to 
expand and the population will 
increase. Perform these steps 
repeatedly to create a strong popu- 
lation base to be used when adding 
industry, markets, and amenities. 
One vital amenity that the people of 
Rome thoroughly enjoyed was 
Roman Baths. These really help to 
keep the people happy, and they 
also add to the overall land value 
where they’re built. To construct a 
bath, simply use the pipe tool to lay 
a secondary pipe from a reservoir, 
and connect it to a bath. You will 
know that the project was successful 
if you see the bath filling with water. 
Generally, the homes surrounding 
the baths will begin to grow more 
luxurious as the baths operate. 


Ah, the province of Judea! Caesar is very 
accurate in recreating historical events. 
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The Forum is a panel of experts who have 
gathered to offer you helpful advice. 


After you have established a gen- 
_ @ral “town center,” a good road sys- 
_ tem and adequate water supply, it is 
time to consult the Forum about 
what industries to use to expand the 
wealth and influence of your 
province. When you access the 
Forum screen, you will be able to 
consult with seven advisors/advisory 
panels. These include the Political 
Advisor, the Military Advisor, the 
Financial Analyst, Treasurer, Admin- 
istrative Advisor, Industrial Advisor 
and the Tribune of Plebs. These 
~men will give you invaluable advice 
concerning the construction of your 
- Capital city and the entire province. 
At this point, it is important to con- 


~ gult with the Industrial Advisor. He 


will issue an industry report for your 
province. This report lists eight pos- 
sible industries that you can tap into 
to create jobs and trade: glass, tin, 
pottery, copper, wine, ivory, wheat, 
and spices. Next to this list is the 


suitability factor that your province 


has concerning each particular 
industry. Obviously, you should 
begin your capital city by utilizing an 

industry that has a fairly good 

chance of creating jobs and promot- 
ing trade. Select an industry and 
_ return to the Construction menu on 


the city level. Click on the heavy 


industry icon and place it in an 


A strong force of soldiers will help prevent 
_ barbarian attacks and create security. 
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appropriate area. Remember, you 
should have a good number of peo- 
ple to work in the industry as well as 
a manageable road system to make 
it run as efficiently as possible. Next, 
click on the workshop icon. You will 
be prompted as to which type of 
industry you want the workshop to 
utilize. Place these near the heavy 
industry sites, thus providing easy 
access for the workers. 

Next, you will have to provide mar- 
kets for the workshops. These mar- 
kets will provide venues for the pop- 
ulation to purchase the goods creat- 
ed by your industries. Markets must 
be situated near roads, otherwise it 
will be difficult (if not impossible) for 
the goods to be purchased and sold 
at an acceptable rate. It is important 
not to over-saturate your city’s popu- 


Society’s struggle with taxes is as old as 
civilization itself! 


lation with too many goods. Check 
the outlook for industry expansion 
on the Industry Advisor's report for a 
good indication of whether to build 
more markets or keep the present 
number until the population and/or 
trade routes increase. 

After creating a job market in the 
capital city, the next logical step is to 
provide a strong sense of communi- 
ty security and pride. This is done in 
two ways: by adding a law enforce- 
ment element and creating other 
community services, such as hospi- 
tals and schools. A military barracks 
is necessary to keep the peace in 
your city. Besides providing protec- 
tion from possible barbarian attacks, 
the foot soldiers also help in main- 
taining a sense of security. They aid 
in suppressing riots and quickly deal 
with law-breakers. Construct a bar- 
racks when you see the activity level 
of your city increasing at a quick 
rate. In addition to a barracks, help- 


Your populace will not sit idle. If they ) 
require additional items, they'll surely a 


ing your population with health care > 


and education will go a long way © a 


towards your promotion. The people 
are less likely to rebel against your 


healthy and educated. Strategic _ 
placement of hospitals and schools _ ae 


is very important to the city. © 


If you have the additional funds, 


spending money on amenities other 
than the baths is also quite useful. 
Providing the working population 
with ways to forget the tough work 


week will also create a sense of 


pride in the community. This is 


accomplished through building coli- ee 
seums, hippodromes, theatres, ora- 
cles, and temples. Again, be wary 
of where these edifices are built. 
Easy access by way of good roads. Co 
will ensure the people of an excel- 


lent way to relax. 


Finally, once you have a mini-- ie 
metropolis beginning to form, itisanc 
good idea to build a man-made pro- 
tection around it. Obviously, this 
means building walls and towers. —_— 
The wall tool will create walls inthe © 
Same manners as the road tool cre- 
ated roads—click and drag until the | 
wall is built to your liking. Adding = 
towers at intervals will insure overall = 
wall stability. Remember not to  — 
“fence in” the city with too many bar- 
riers. Always leave room for ae oo 


city to expand. 


Remember, the overall goal is i oo 
get promoted. Keep an eye onthe  — 
Administrative Advisor’s ratings 
when visiting the forum. These four —— 
ratings (Peace, Prosperity, Culture = 
and Empire) will increase or 
decrease depending on the deci- 
sions you make concerning trade, —s> 


taxes and military action. Hopefully, 


with patience and wisdom you can 
become a Caesar. —Tim Ostermiller 
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Plunge into a medieval world to e NINE BEAUTIFUL SCENARIOS. The “Conquered Kingdoms” 
conquer Cascatia, an untamed e A RANDOM MAP GENERATOR. computer game is IBM PC and 
land of conquest & glory. Invade e UTILIZE BASIC HUMAN UNITS. THE soon to be Amiga compatible. It 
— over ee and FANTASY UNITS OR BOTH ? can be obtained through your 

use the forest to your advantage : favorite retailer or ordered direct b 
as you batttie across the @ 21 LEVELS OF PLAY (STRONG Al). caine: y 
Cascatian Realm, to become the @ MODEM PLAY. 1-908-788-2799 
reigning king. Just about the @ COMPLETE GAME SCORING HISTORY. ©1992 Q.Q.P. All rights reserved 
best strategy and tactics game e RICH IN STRATEGY AND TACTICS. IBM is a trademark of International 
you will ever play. @ SEVERAL FULL CAMPAIGN Business Machines. 


CONQUESTS. Amiga is a trademark of Commordore. 
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_ the Empire seeks to impose 
a New Order on the galaxy. 
: — Only the Rebel Alliance 
stands in the way of their 
evil plans. 
_ Not yet willing to confront 
| othe Empire directly, the 
Rebels are marshalling their 
forces in secrecy. Even now 
a group of their prized Cala- 
mari Cruisers is being inter- 
cepted by a squadron of 
Imperial Star Destroyers. 
The Rebel Fleet is out- 
_ numbered but, they have a 
surprise. . . the X-Wing 
ntarfighter! 


_.... Okay, cadets! Line up and look 
| smart The Alliance is up to its ears 
_... in trouble from the Empire, and we 
_ need as many quality pilots as we 
- €an get. You’ve been elected to help 
- get the Empire off our backs. To do 
this, you'll be learning how to thrive 
and survive inside the cockpits of 
our three starfighters; the X-wing, Y- 

~ wing and A-wing. 
By now, you should have been 
_.... briefed on the details of your craft, 
$0 we will not go over that. The first 
_.. thing we need to talk about is the 
_.... Pilot's Proving Ground and the His- 
torical Missions. | know you’re all 
anxious to get out there and prove 
__ yourselves against the TIE fighters 
and other Imperial ships, but you 
have to learn patience. No pilot, not 
even you, is going to be worth any- 
_ thing to our cause if he or she 
doesn’t take the time to train proper- 


_ for learning the various controls and 
handling of your craft, and the His- 
_ torical Missions are equally impor- 
tant. ad one ee teach you some- 
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ie ki isa time of Civil War. 
oa Using fear and intimidation, 


ly. The Proving Ground is essential | 


by LucasArts 


thing about your starfighters. | 
Take the time to go through the | 
missions and earn your battle \ 
patches. If you can acquire all 18 
patches and the three ship patch- 
es, you'll be ready for just about any 
mission you may be assigned. 

As for the Tours of Duty, there are 
three, and you can choose any one 
of them or switch to a different one 
at any time. Of course, anyone that 
the Rebelion is going to rely on 
should have the quality of finishing 
what they start. With that in mind, 
we're going to take a look at the var- 
ious high and low points of the first 
tour you'll be flying. 


Tour of Duty 1 
Mission 1} 

A hit-and-run attack on an Imperial 
convoy near the Delalt system has 
revealed a surprise. The crew of 
one of the Imperial Corvettes wants 
to defect to the Rebellion. Your job 
is destroy the rest of the convoy 
while the Y-wings disable and cap- 
ture the Corvette. 

This is a relatively easy mission, 
since you will not engage any 
enemy starfighters. Instead, you 
must destroy five Imperial 
Freighters. Your best option is to 
find the Freighter furthest away from 
you and send your wingman after it. 
Take down the two in your immedi- 
ate area with lasers, then move as 
quickly as possible toward the next 
closest ship. Hit it with proton torpe- 
dos, then go after the next one. To 
move quickly, drop your shield gen- 
erators to zero. 


Mission 2 
This mission also takes place in 
the Delalt sector. You will hyper in in 
an A-wing. Your goal is to identify all 
of the Imperial ships in the area. 


You are not 
supposed to 
engage the 
enemy ships at 
all. Because of 
this, you can con- 

vert all of your laser 
energy to your shields and drop the 
laser generators to zero. Keep your 
shields high and move quickly from 
ship to ship. You'll have to move fast 
to complete this mission intact. Keep 
moving to present a difficult target to 
the enemy. 


You must be targeting a ship to identify it. 
Move quickly on this mission. 


Mission 3 
In this mission, you must protect 
Rebel officers who are evacuating 
the planet Briggia. They will be in 
defenseless Shuttles, so you must 
work quickly against the enemy 
ships. 

Your biggest enemy in this mission 
is time. Second to time are the TIE 
Bombers sent from the Star Destroy- 
er Invincible. Take out the Bombers 
with your proton torpedos and send 
your wingmen after them. The Shut- 
tles are relatively safe from the TIE 
Fighters, but if the Bombers fire mis- 
siles, you are in serious trouble. You ~ 


should expect that your Transports —s_— 
and Corvettes will be completely — 
destroyed. However, you shouldn't  —— 
worry about this: as long as the —_ 
Shuttles are protected, the | MIgSION a 


will be a success. 


Mission 4 

Here, you must protect Shuttles 
and a Corvette filled with wounded 
while they transfer onto a frigate. 
This will be one of the most difficult 
missions you face on the first tour. 

While your shuttles are docking, 
an Imperial Frigate will hyper in and 
release two TIE Fighters and three 
TIE Bombers. Avoid the Fighters for 
now and take out the Bombers with 
torpedos. Get the TIEs on your way 
back to protect your ships. While 
you are taking care of this, the 
Frigate will hyper out and reappear 
on the other side of your convoy, 
where it will send out more Fighters 
and Bombers. Work quickly on the 
first wave of Bombers, then fly as 
fast as possible to intercept the sec- 
ond wave. If you can destroy both 
waves of Bombers before they 
launch missiles, you should have no 
trouble mopping up the TIE Fighters 
while your Corvette docks. If the 
missiles are lauched, however, 
hyper out and try again. 


After taking out the first wave of Bombers, 
move to the next group. 


Mission 5 

Three Imperial Freighters are ren- 
dezvousing with the Invincible. You 
must draw off the escorts and 
destroy them, while a squadron of Y- 
wings comes in to destroy the 
Freighters. 

In spite of what your commander 
tells you, you do not need to launch 
torpedos at the Freighters to draw 
off the escorts. They will be on you 
almost immediately. Take down the 
TIE Fighters, then launch your torpe- 
dos at the Corvette. When this has 
been destroyed, help the Y-wings 
take down the Freighters. You 
should be able to complete this mis- 

sion and hyper out before help from 
the Invincible can reach your area. 


Mission 6 
A disabled Imperial Freighter with 
a cargo of R2 units is in your area. 


~You will hyper in and protect your 


Shuttle while it captures the 
Freighter. | 

In this mission, you will not fight 
any Imperial craft. Instead, your ene- 
mies will be pirates flying stolen 
shuttles, transports and Y-wings. 
Take out the Y-wings first, then work 
on the Shuttles and Transports. This 
mission is relatviely easy, especailly 
if you have successfully competed 
the A-wing Historical Mission 2. 


Mission 7 

Some of the R2 units recovered 
from the Empire had programming 
that took over the X-wings they were 
placed in. You must disable the X- 
wings and protect the Shuttles that 
hyper in to replace the defective 
droids. 

Disable the X-wing in front of you 
as quickly as possible. Imperial 
ships will come out to attack, but 
they will begin very far away. The 
qucker you move at first, the faster 
the X-wings will be recovered. Keep 
an eye out for Bombers and deal 
with them as soon as you can. Use 
your map screen to make sure no 
TIE Interceptors get past you. If they 
do, it is likely that they will destroy 
the disabled X-wings, since your Y- 
wing is not nearly fast enough to be 
able to catch up to them. 


Disable the X-wing, then head for the incom- 
ing waves of Imperial craft. 


Mission 8 

The Rebellion has been courting 
the favor of the Sullustans, and this 
mission is an opportunity to sway 
them to our side. An Imperial convoy 
contains a shipload of Sullustan pris- 
oners. As with mission 4, this is one 
of the most difficult challenges in the 


first tour. 

What you must do here is identify 
the two Transports that carry the 
Sullustan prisoners. Disable them 
and let the other Transports fly on. 
As with other missions, your biggest 
worry here will be TIE Bombers. 
Always take them out as soon as 
you can. saving the less powerful 
TIE Fighters and Interceptors for 
later. Do not stray too close to the 
Frigates, or you will be destroyed in 
short order. Protect your transports 
at all costs, and remember that the 
Imperials will destroy the prisoner- 
bearing ships rather than let them 
fall into Rebel hands. Good luck! 


imperial 
Toanceort= Beghing Prmecnere: 


Disable only those Transports you need to 
and leave the others alone. 


Mission 9 

Due to our daring rescue effort, 
the Sullustans have agreed to meet 
with the leaders of the Rebellion. 
You are the escort. Protect all the 
ships from possible counter-attack. 

This mission is very straightfor- 
ward; destroy anything that isn’t a 
Sullustan or Rebel craft. As usual, 
watch out for attacks by Bombers. 
Try to meet the Imperial craft as far 
away from your ships as possible, 
and keep close tabs on the map 
screen to make sure nothing has 
slipped past you. If a ship gets by 
you, head as quickly as possible to 
destroy it, or an important delegation 
ship may be lost. This mission is not 
nearly as difficult as it first sounds. 
Solid shooting and good choices in 
which ships to target will win the day 
here. 


Mission 10 
Aware of the Rebellion’s attempt 
to lure the Sullustans to their cause, 
the Empire has kidnapped the Sul- 
lustan leader in an effort to bribe 
them to join the Empire. You 
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must rescue him. Prepare for a diffi- 
cult time during this mission. 


The Sullustan leader is on board 


one of five Shuttles guarded by TIE 
escorts. Avoid the TIEs at first, going 
instead for the Shuttles. This mis- 
sion is made much more difficult 
because all five of the Shuttles are 
armed. Determine which Shuttle car- 
ries the leader and destroy the other 
four with proton torpedos or simply 
let them fly past. Disable the last 
Shuttle quickly and draw the Imperi- 
al craft off your rescue ships so that 


_ the rescue can be effected. One tac- 


tic that will work is to determine 
which of the Shuttles carries the 
leader and then hypering out. 
Replay the mission, since the leader 
will be in the same Shuttle every 
time. Destroy the other four before 
they get a chance to attack you and 
disable the remaining Shuttle. 


Mission 1) 
| The Cygnus Corporation and the 
Imperials have developed some new 
craft that they are testing. You must 
hyper in and capture the Cygnus 
tech staff to assist us in destroying 
the Star Destroyer Invincible. 

This is a relatively easy mission, 
but it will give you your first 
encounter with the awesome Imperi- 
al Assault Gunboats. There is only 
one of them, and you should be able 
to take it down quickly. Shoot down 


Imperial Gunboats take a lot of hits, but are 
- easy to target. 


| “Most of your enemies in this mission will be 
sitting ducks. ee 
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some of the TIE escorts (many are 


_ disabled), then swing by the Trans- 


ports and identify them. After your 
initial strike, there will rarely be more 
than four TIEs after you at any time. 
Take your time and have fun with 
this mission. 


Mission 12 

To take down the Invincible, we 
need a massive explosive device. 
We have located a damaged 
Freighter carrying such a device. 
You will lead the effort to capture it. 

The Freighter Gafra is surrounded 
by eighteen mines. Take your time 
with them and play it cautiously. You 
will get a target lock with your lasers 
on a mine at a distance of 1.35, 
while the mines are inaccurate at a 
distance greater than 1.2. Move in 
slowly, taking out the mines closest 
to you. Then, disable the Freighter. 
Be prepared for Imperial assault 
forces once the Gafra has been cap- 
tured. Save your torpedos to take 
out the armed Shuttles and Trans- 


ports. 


Remeber the mines from the Historical Mis- 
sions? They’re back! 


Other Advice 


It is often beneficial to link your 
weapons, especially the lasers. 
While you cannot fire as often, when 
you hit, you will do much more dam- 
age. With linked lasers, an X-wing 
can destroy a TIE Fighter with one 
solid hit! 

Use the map screen frequently. 
This will give you an indication of 
where enemy ships are located. 
Occassionally, some get past you to 
the Transports or Shuttles you are 
protecting. Checking the map screen 
will alert you to this. 

When your ship is damaged, fix 
your systems in the following order: 


Engine power, 


Flight Control, 


Shields, Cannons, Targeting, Missile | a 
launchers, Hyperdrive, and Auto- oo 
ejection. Remember, even if your 
cannons are out, you can evade the 
enemy until they are Dack on line. fe 
any two of the first three listed ane: 


are down, hyper out. 
ALWAYS stick around in the mis- 


sion until you get the mission com- 
plete message. If you don't, you'll oe 
have to fly it again. This canbe very 
frustrating when you've finally com- oe 


pleted a tough mission. 


Replay the Historical Missions for | 
practice. Once you have completed —s_w 
a mission in a tour of duty, youcan — 


replay it in the Historical Mission 


section. Also, try filming unsuccess- | 


ful missions and entering the sim for — 


extra practise. 


In any mission where you are pro- 


tecting or escorting another ship, 


Bombers and Gunboats should be ~ 


your main priority. TIE Interceptors 
and Fighters can take out Shuttles 
and Transports, but since they do 


not carry torpedos and missiles, they | 


cannot hit from long range. Always 
take out the ranged ships first and 
foremost. 

Finally, don’t get discouraged. 
Some of the missions are extremely 
difficult and will take a dozen or 


more attempts to finally work out 
exactly how to attack it best. Each 


time you restart a mission, try and 


apply what you've learned from the - 


last time you flew it. Give your wing- 
men (if you have them) assignments 


that relate to your overall goal. fone = 


method on a particular mission 


doesn’t work, try something totally 
different. Don’t be afraid to fly an 
identifcation mission before actually — | 
trying to complete your objectives. 


The most important thing is keeping 
yourself alive. 


With dedication and hard work, you can oa 
achieve the ultimate in military glory! 


-Steve Honeywell __ 


(X-Wing has had a decidedly inter- 
esting impact on the staff at CGR. 
Ever since we received the game, 
we've stayed late to play it almost 
every night. Because we think X- 
Wing is one of the most exciting 
computer games ever created, we 
spoke with co-developer Ed Kilham 
about what went into the game.) 


CGR: What parts of the game are 
yours and what parts were devel- 
oped by Larry Holland? 


EK: “All of the three-dimensional 
parts, the actual game play, was 
developed by Larry and Peter Lin- 
croft. | designed the game interface, 
the cut scenes, and the mission 
briefings.” 


CGR: How much of the game 
came from the movies and what 
was pure fantasy or invention on 
your parts? 


EK: “Well, we wanted to create a 
continuity with the wealth of Star 
Wars material out there: the role- 
playing games, the comics, the new 
series of books, as well as the 
movies. To do this, we created sort 
of a pre-history and we tried to tie as 
many elements together as possible. 
We also drew characters from the 
movies and put them in the game.” 


CGR: What part of the game are 
you personally the most proud 
of? 


EK: “lf | can speak for Larry, | think 
he’d say that he’s the most proud of 
the way the missions flow together. 
Many of the missions that take place 
right after each other are sort of a 
continuing story that builds up to a 
climax. As for myself, I’m proud of 
how accessible we made the game. 
Anyone can play it.” 


CGR: What were the biggest prob- 
lems with creating X-Wing? 


EK: “We knew that a lot of non-sim- 
ulation playing people were going to 


buy it because of the Star Wars 


name. Since Larry is such a great 
developer of flight sims, we knew 


~ that people who had played flight 


games would like it, but there was a 
real concern for making the game 
accessible to those who weren't big 
flight sim fans or who had never 
played one before.” 


CGR: What was it like to work on 
this project? 


EK: “In a way, this was sort of like 
fulfilling a childhood dream. When | 
started programming, the one thing | 
knew that | really wanted to do was 
fly an X-wing starfighter, so this 
gave me the chance to work on 
doing something I’d have wanted to 
do anyway.” 


CGR: What’s your favorite part of 
the game? 


EK: “| do have some favorite mis- 
sions, but for me, the most exciting 
part of the game are really single 
moments when I’m playing. There 
are times when it really feels like the 
whole world we created is alive and 
reacting to everything | do, and | 
love that. | also really like the way 
the TIE fighters explode. That was 
Larry's work, by the way.” 


CGR: What are some of the things 
in the game you don’t want play- 
ers to miss or overlook? 


EK: “All of the Tour of Duty Missions 
become Historical Missions after you 
complete them. Also, each mission 
has its own unique high score table, 
so you can have a competition of 
sorts between you and your friends 
to see who comes out with the best 
score on each mission.” 


CGR: Is there anything you'd like 
to change in the final product, or 
are you completely satisfied with 
the way it turned out? 


EK: “We've received a few com- 
plaints that a couple of the missions 
are too hard. That, and | would have 
liked to integrate more story in the 
game, with more interaction 
between the interface, or the front 


_ end of X-Wing, and the actual game 
play. | think both Larry and | would 


have liked to put in more medium- 


sized ships, too. 

“One thing | like is that the mis- 
sions are really solvable puzzles: 
you don’t win them by luck. People 
are asking each other how they got 
through missions and are finding 
specific ways to do each one.” 


CGR: What’s the story behind the 
Pilot Proving Ground? I’ve heard 
some people speculate that it’s 
really Death Star training. 


EK: “It is, sort of. Originally, we had 
a thing in the Proving Ground we 
called the Death Barge, and during 
the courses, you would do a mini- 
trench run, and eventually blow it up 
at the end of the final run. We took it 
out, though, because it was too simi- 
lar to the final mission where you go 
through the real trench run on the 
Death Star. 

“The other thing is that people, 
myself included, seem to love to fly 
under things when playing a three- 
dimensional flight simulator. Every 
time people play a flight sim, they 
want to fly under bridges. So, it 
seemed sort of natural to have play- 
ers fly under a series of bridge-like 
objects in space.” 


CGR: The game seems ripe for 
some add-on disks. Are you plan- 
ning any, and if so, are you going 
to do an add-on featuring the Mil- 
lennium Falcon? 


EK: “We are working on some ada- 
ons, but we aren’t going to do the 
Falcon. It’s really not a fighter and it 
isn’t a bomber, either. It's a cargo 
vessel, so it wouldn’t make sense to 
strap a few missiles on it and send it 
into combat. We're planning at least 
two Tour of Duty disks for X-Wing. 
The first is called Imperial Pursuit. It 
takes place immediately after the 
destruction of Death Star and the 
Empire is in hot pursuit of the Rebel 
Alliance. The second will feature a 
new Rebel starfighter, the B-wing.” 


Stay tuned next month for our chat 


with co-designer Larry Holland, a 


look at the second tour, and a 


glimpse of the first mission disk! 
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Desert Storm with 
Coalition Command 


by Compton's New Media 
For PC CD-ROM with Windows 


The Compton’s New Media Desert 
Storm CD is a very complete look at 
the different aspects of the most 
recent military conflict in American 
history. The program is set up as a 
series of directories and sub-directo- 
ries, offering quick access to any 
article or type of information desired. 

One of the major features of 
Desert Storm is the vast number of 
pictures included. The CD contains 
photos of virtually every type of vehi- 
cle, weapon and military unit used in 
Desert Storm. Also included are a 
number of sound bytes from the var- 
ious aspects of the war. 

Desert Storm is very easy to use. 
The menus and sub-menus are eas- 
ily accessible and pop up quickly. 
Using Compton’s SmarTrieve sys- 
tem, the desired text, sound or pic- 
ture comes up without any fuss. 


GULFWAR 


© B52 s = - Commander 
ader - Air Assault Division - Secured traq 
wt it off and kill it 
Do we have enough troops here to go - go - go? 
ftective ground force through intelligence 
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Convoy of heavy equipment panne 


GLOSSARY OF TERMS 
Edn Contents . a 
GLOSSARY OF TERMS 


(A) - Terms 
fs A-boxc fire support box; subdivision of a kill box [USMC] 
AAA: antiaircraft artillery 
a AADC: Area Air Defense Commander 
: a ee AAR: after-action review 
AAV: assault amphibian venicie; fulty tacked vehicte able to 
carry Marines and equipment from assault ship to iniand 
ae objectives and during subsequent operations ashore [USMC] 
AAW: antair warfare; action to des! stroy or reduce to an 
acceptabie level the enemy air and missile threat [Navy; 


Coast Guard Hovercraft transport 


Of course, one of the main fea- 
tures of this CD is the military simu- 
lation game included with it. The 
game covers the entirety of the Gulf 
War, from the invasion of Kuwait 
through to the denouement. As mili- 
tary simulations go, Coalition Com- 
mand is pretty simplistic and not all 
too thrilling. The manual is very 
sketchy, and is put together in such 
a way as to make reading it alto- 
gether difficult. 

While some may be attracted to 
this CD because of the game, the 


"without warrant or warning Iraq has struck brutally at a tiny Kuwait 
@ brazen challenge to world law. iraq stands condemned by a 
unanimous UN Security Council...President Bush's taste for 
biuntness stands him in good stead: Naked Aggression!” Is the 
correct term for President Saddam Hussein’s {1} grab at a 
vulnerable, oil-rich neighbor. 

New York Times 

3 August 19880 


4t 0100 (Kuwait time), 2 August, three Iraqi Republican Guard 


Forces Command (RGFC) divisions attacked across the Kuwaiti 
frontier. A mechanized infantry division and an armored division 


105mm howitzer crew train in Saudi 


real reason to take a look atitisnot 


Coalition Command. Other military 
games are better, and there are and 


will be more interesting simulations 


about Desert Storm. 


For anyone interested in taking, a 
look at a historical view of the war in 
the Gulf, Desert Storm is a great 
place to look. The well-written arti 


cles, accurate pictures and well-cho- 


sen sound bytes make it interesting | 
and informative. Don’t buy it if you | | 


want to play a strategy game. 


-Steve Honeywell — 


AV-8B Harrier ll V/STOL type fighter 


Wing Commander Flys Faster! 
Sherlock Solves Faster! 
Carmen Sandiego’s Found Faster! 


Do you feel the need for speed? Lightning CD 


If you've ever played a game or 
searched through a reference library, 
you know how slow CD’s can be. 


® Is perfect for entertainment, 
reference, educational, and 
multimedia programs 


Lightning CD is the answer to your 
speed problems. Lightning CD 1s a CD 
cache that improves performance by 
moving frequently used information 
from your CD to RAM. The next time 
your computer needs information, it’s 
available immediately. You'll notice 
the difference instantly. 


@ Significantly reduces annoying 
video pauses 


® Includes six other powerful utilities 
for improving your computer’s 
performance 


@ Also speeds up both DOS and 
Windows programs 


81% 
Slower If speed is what you need, get 


Lightning CD to make all your 
CD’s run Lightning fast. To order, 
or for the name of the dealer 
nearest you, call 


800-967-5550 


Lightning CD 
Lightning CD 
Lightning CD 


Look for Lightning CD and other Lucid products at 


Besse 


B 
LuUCtIOD Lucid Corporation is located at 101 W. Renner Road, Suite 450, Richardson, TX 75082. Phone 214-994-8100. Fax 214-994-8103. 
CORPORATION Lightning, Lightning for Windows, Lightning for DOS, and Lightning CD are trademarks and Lucid is a registered trademark of Lucid Corporation. All other trademarks are acknowledged. 


Mad Dog McCree 


by American Laser Games 
For PC CD-ROM 


This PC CD conversion of Ameri- 
can Laser Game’s smash coin-op is 
not only surprisingly good, it’s a total 
change of pace from the standard 
brand of multimedia gaming. Mad 
Dog McCree is full-throttle, shoot- 
‘em-up action from boot-up to Boot 
Hill. There’s not a single puzzle to 
be solved anywhere, and no brain 
power is required whatsoever. The 
only thing missing from the complete 
arcade experience, in fact, are the 
tokens and the light gun six-shooter. 

The entire game contains about 
25 minutes of near full-screen, full- 
motion video, with several skill 
options and a practice feature. The 
plot is standard western movie fare 
with the gamer cast as a lone gun- 
fighter who rides into a sleepy-look- 
ing town that’s recently been taken 
over by a band of bad guys under 
the leadership of the infamous Mad 
Dog McCree. The outlaws have kid- 
napped the town’s mayor and his 
beautiful daughter, and they've 
locked the sheriff in his own jail. The 
gamer must retrieve the keys, free 
the sheriff, and liberate the 
hostages, all of which is consider- 
ably easier said than done. 

Gamers move from scene to 
scene by either firing at the desired 
destination from an onscreen menu 
or by ventilating the appropriate 
board on a signpost. The plot 
branching is pretty straightforward 
Stuff, but then plot isn’t the point of 
this game. The thrills come in the 
form of the visceral kick that one 
gets from playing electronic gun- 
Slinger. And those thrills are consid- 
erable. Mad Dog McCree doesn’t 
offer a lot of socially redeeming con- 
tent, but if it's a mindless good time 
you're after, you’ve come to the right 
CD. 

The program begins with an intro- 
duction from a bearded Gabby 
Hayes-type who sets up the plot, fol- 
lowed by off-screen narration provid- 
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ing a brief summary of the game’s 
simple play mechanics. The player 
can then access the main menu 
screen, which offers three difficulty 
levels (Deputy, Sheriff, and U.S. 
Marshall) and Save/Restore game 
options as well as Start and Contin- 
ue commands. There’s also a prac- 
tice screen in which whiskey bottles 
are placed on a series of wooden 
posts for target practice. A mouse 
makes a Surprisingly good input 
device for a game of this type; it’s 
not as satisfying as a light gun, obvi- 
ously, but it’s clearly superior to a 
joystick or trackball. 

Mad Dog McCree is presented 
entirely from a first-person perspec- 
tive, with an on-screen aiming cursor 
depicted as a hand holding a six- 
gun. When the gun is dropped below 
the display screen, the gun is hol- 
stered and the gamer can reload by 
clicking the right mouse button. 
Icons representing the number of 
bullets left in the player’s gun, the 
number of lives remaining (from a 
total of three), and menu access 
appear in a vertical strip along the 
left side of the screen. 

The actual video footage, which 
was shot exclusively for the arcade 
game, holds up pretty well on the 
PC. Movement does cause a Dblur- 
ring of the image, and many on- 
screen objects are simply impossible 
to see the first time out. It takes 
repeated plays to educate the user 
as to which enemies to expect and 
where to expect them. The acting, 
photography and set design won’t 
have Sergio Leone hearing foot- 
steps, perhaps, but it’s certainly ona 
par with the production values seen 
on most television westerns. 

Full-motion video is far and away 
the most over-used gimmick in CD 
games, but Mad Dog McCree 
demonstrates how hot this technolo- 
gy can be when it’s employed intelli- 
gently. Don’t expect High Noon, but 
if a slick-playing twitch game sounds 
like a pleasant CD break from floppy 
disk conversions of fantasy RPGs 
and reference works, then take a 
shot at the Mad Dog. 

Take six, in fact, then reload. 

-Bill Kunkel 


The Naw Gickie 


Multimedia 
Encyclopedia 


by Grolier Electronic Publishing 
_ For PC CD-ROM with hard drive, 
VGA and Windows 


When it comes to the business of 
producing electronic encyclopedias, 
nobody’s been at it longer than 
Grolier. As such, it must have been 
quite a blow to that venerable pub- 
lisher’s pride when rival Compton’s 
Multimedia Encyclopedia appeared 
recently to rave reviews. Obviously, 
Grolier was not prepared for the 
competition, and it shows in the lat- 
est iteration of its classic on-line ref- 
erence work. 

The New Grolier Multimedia Ency- 
clopedia has been amped up with 
video clips, using Microsoft Video for 
Windows technology, in addition to 
7,000+ new articles (33,000 total), 
thousands of color and black & white 
photos, animated sequences, and a 
new interface. There’s a Timeline 
feature which permits access to dif- 
ferent time periods and a Knowledge 
Tree that allows searches to be nar- 
rowed to special interest areas. 
Even so, Grolier Multimedia Ency- 
clopedia was not able to catch up 
with, much less surpass, Compton’s 
Multimedia Encyclopedia in terms of 
bells and whistles, as well as meat 
and potatoes. 

Grolier uses a combination of 
Windows menu commands as well 
as on-screen icons in order to 
access its 21 volumes of text, pic- 


The New Grolier Multimedia Encyclopedia - 1992 Edition 


(File Edit = Search e: Los Wnt ; Bookm 


cleed dpnanics 
Eastman and Edison * 
Wright brothers’ early | 


112 COMPUTER GAME REVIEW 


The New Grolier Multimedia Encyclopedia - 1992 Edition 
Eile Edit hielo os Window ae stall 


FO ins 
Word Sth 
= | 


NG Carolingian art and architecture 


: The Sth-century monastery church {now destroyed) at Fulda, a copy of 
the 4th-century SAINT PETER'S BASILICA in Rome, was one of the 
most ambitious examples of an attempt to imitate the art of the 


Roman Empire. 


Carolingian architects created much that was new and innovative. For 
example, Early Christian churches like St. Peter's had very plain 
exteriors, but entrances and towers became important in the 
Carolingian period. Many churches, Charlemagne's palace chapel at 
Aachen among them, had westworks, two-story entrance complexes 
flanked by towers. Westworks were the forerunners of the elaborate 
facades of later Romanesque and Gothic cathedrals. 


tures, maps, sounds, animations 


and video clips. Users can browse 
titles, run a word search or click on 
indices to words, pictures, maps, 
animations, sounds and videos (the 
videos were added so late in the day 
that their presence is not even men- 
tioned in the User’s Guide). In addi- 
tion to the Timeline and Knowledge 
Tree options mentioned above, 
there is a Follow Link command 
which moves the user to the next 
article containing the key word, and 
a Next Link that locates any term 
linked to another article in the ency- 
clopedia. The interface is confusing, 
however, and frequently redundant, 
with the same information reappear- 
ing over and over. 

Let's take an example. Accessing 
the Word Search feature, we enter 
the name “Flynn” in hopes of learn- 
ing about screen idol Errol Flynn. A 
window then appears listing the arti- 
cles which reference the name 
Flynn, seven of which are 
——| devoted to the flamboyant 
~ | movie star. So, we click on 
| our boy’s name and anoth- 

| er window appears, con- 
taining a bare-bones biog- 
| raphy of Mr. Flynn. Within 
_ | that bio, only the word 

| “Flynn” can be highlighted. 
_ | When we do so and then 
— | click on the Follow Link 
| icon, we get a pop-up win- 
—---| dow telling us, once again, 


that ere: are seven ae about — 
old Errol in the program. Fine. Sowe 
try accessing the Next Link icon and 
find that no Link words were found | a 


Okay. So how about Search for 


Selection, which locates “all occur- 
rences of a selected word”? Guess 
what we learn here: there are seven 
articles about Errol Flynn available. 
We even picked up a typographical —_—/ 


error in the process, unless the word | 


“swashbuckling” is spelled “swashll- oo 


buckling’. 
The quality of the shotogiantn: 


animations, and videos are clearly 


inferior to Compton’s presentation; 


Grolier’s visuals are small, crudely > 


digitized and rely too heavily on — 


instructional animations instead of 3—_— 
actual reproductions of the subject = 
matter. It’s frankly difficult to see 
why VGA or Super-VGA is required me 


to run these images. 


There is no question that The New 
Grolier Multimedia Encyclopediaisa 
valuable electronic reference 106k 
But in a two-horse race, it simply  — 
doesn’t come up with the roses. It = 


lacks the sparkle and electronic daz- 
zle of its competitor as well as the 


state-of-the-art interface which is so 
crucial in a program of this type. Its 
great to have all that text availablein 


CD format, but it is not presented in 
a sufficiently attractive or user- 
friendly format. 


-Bill Kunkel 


GET THE COMPLETE PICTURE: 


Serious gamers need a serious magazine like 
ELECTRONIC GAMES! 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 


VIDEO GAMES « COMPUTER GAMES © AULTI-MEDIA GAMES « PORTABLE GAMES « ARCADES 


SEGA REACHES NEW FRONTIERS 


THE LATEST 
GAMES AND 
ACCESSORIES! 


EG TOURS 
THE WCES 

A LOOK AT 

THE HOTTEST NEW 
ELECTRONIC GAMES 


EG AWARD 
\ WINNERS 


THE BEST 


that take you to new realms of electronic gam- OF THE BEST! 


ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 


SUBSCRIBE 


EXCLUSIVE - FIRST LOOK AT PIONEER'S LASERACTIVE SYSTEM! 


SNES co 


EXCLUSIVE SPECS! 


10 ELECTRONIC CANES 


Dy went TA FET TUF RET FIT RE eee | 


ELECTRONIC : : 
: : 
Get 12 Full Color Issues of EG For Only $23.95! Send Payment | 
: To: EG, P.O. Box 7311, Red Oak, IA 51591-2311 | 
Name 
Address ' 
Fine r NO City : 
nt viva State ZIP ‘ 
rod Payment Enclosed Bill Me 
Uctor Credit Card Orders: 1 
'iPtion VISA MC j 
Card No. J 
y Exp. Date 
> Signature 
5! For Faster Service, Call Toll-Free: 
7 Make check or money order payable to Decker Publications, Inc. Canada and Mexico add $10.00. All others 


by air mail $80.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on 
an American bank. (American Express money order, Citibank money order, or any other type of check or 
money order that would go through a U.S. branch bank.) All foreign orders must be prepaid. Please 


allow 6-8 weeks for your first issue. S9991 
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THE CUIDING HAND BENIND 
THE INTERACTIVE MULTIPLAYER 


Wii INTRODUCING... 300 
wa 


I'd gone through the pain of turn- 
ing on all of the shield generators 
created by the Heechee, and I’d 
managed to locate the last piece of 
the cloaking device that would pro- 
tect humanity from the race of 
Assassins. | knew there’d be more 
to it than that, though, and my 
encounter with the demon in deep 
psych confirmed it. 

The Corporation sent me out to 
the Vertex satellite to activate the 
cloaking system. Once | activated 
_ It, | found the Heechee had left me 
a virus program to attack the 
_ Assassin | had alerted by my pres- 
ence on the satellite! The Assassin 
attacked immediately, throwing me 
into a VR simulation of a bar with 
lots of women, gambling and 
booze. | earned some money by 
stumping the “Guess Your Weight” 
robot, and | sat down at the poker 
game. | kept getting royal flushes 
and winning, so | folded on one 
hand and crashed the sim. | found 
myself in Hell, facing you-know- 
who. | outwitted him by gathering 
the berserker dust from the mir- 
rored room and spraying it on the 
hydra. Then | was back in my 
room, but not all was well. | was 
still in a sim, which the virus pro- 
gram alerted me to with the PV 
comset. | went to the VR simulator, 
got the manual and read it with the 
UV lights in the Pedroza club tan- 
ning booth. | put the right password 
into the sim, and the virus program 
did the rest! 


Beat The House makes learning fun! 
Intimidated by casino gaming because you're 
unfamiliar with the rules? Ever wondered why 
the word “seven” is met with glares at a craps 
table? Is the guy next to you at blackjack just lucky, 
or is he on to something that you don’t know? 


Learn to Count Cards and more 
Beat The House is the ultimate gaming tutor 
and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line “pop-up” tutor to make recom- 
mendations and offer suggestions, you'll be 
shooting the die and slinging the lingo like a pro 
in no time. 


Feel like part of the action 
Dazzling VGA graphics and realistic sound put 
you right on the casino floor where the chips 
are flying and the competition is fierce. Play 
against your friends or let the computer fill the 
empty seats - watch out...they play to win! 


Don’t gamble on the other guys. 


Learn how to Beat The House! 


Now available at software retailers throughout America. 


Trump Castle is a registered trademark of Trump’s Castle Associates. Capstone and Casinos of the World is a registered trademark of IntraCorp Inc. Casino Master is a registered trademark of 
Centron Software Inc. Ceasars Palace is a registered trademark of Ceasars World Inc. Virgin Mastronic is a registered trademark of Virgin Mastronic International Inc. 


Discovery 
Carlsbad, CA * (619) 929-2340 
Exclusively distributed in North America, 
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ASTONISHING 3-D 
RAY-TRACED GRAPHICS, 
DIGITIZED EXPLOSIONS 

 JAND SPECIAL EFFECTS. 


ae CHOOSE FROM THREE DIFFERENT ULTRABOTS, EACH 
WITH ITS OWN FULLY INTERACTIVE, SIMULATION. - 
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IN YOuR HANDS. 


» FROM NOVALOGIC, THE CREATORS OF COMANCHE™ 
MAXIMUM OVERKILL™. 
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ae ie Decne is a trademark of 
i Novallogic, inc. ©1993, Comanche 
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